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Sometimes, an offhand comment turns into a sincere reality. This book began with just such a 
spark, and the reality is the book you’re holding right now. Much like the show it celebrates, The 
Art of DuckTales has been a labor of love, from the first notion | shared with Frank Angones in 
November of 2019 through over a year of interviews, admin, organizing, and editing. A common 
refrain throughout the process was “It would be so much easier if | didn’t care so much,” but | 
did care. Tremendously so. | wanted this book to capture the same level of care poured into the 
show by the incredibly gifted folks who made it. Producing seventy-five episodes of an animated 
television show is no small feat, and producing one as beautifully crafted and exceptionally 
heartfelt as DuckTales requires immense talent and dedication from a team devoted to the 
work and, more importantly, to each other. | hope this book reflects just how much care and 
talent went into realizing DuckTales. More than just a rollicking adventure, DuckTales is a show 
about family—and the making of DuckTales is also about family. To that end, | want to thank 
my book family, without whom none of this could have happened. First, to my ever-patient if 
ever-exasperated editor, Patrick, thank you for believing that we could make this book, and 
then making it happen. Also, cheers to Justin for an absolutely cracking design that perfectly 
captures the spirit of the show. To my adoptive DuckTales family—Frank, Matt, Sean, Suzanna, 
and Laura—thank you for accepting me, with open arms and open hearts, into the fold. | hope 
I’ve done you proud. While we’re on the subject of family, | would certainly be remiss if | didn’t 
thank my parents, sister, nephews (Cameron and Jonny!), extended family, and friends for their 
continued support in all the ways that matter most. Thanks also to Mike Phirman, Hal Lublin, 
Mark Gagliardi, Molly Lewis, Ben Soileau, Mark Wheaton, Lauren Kisilevsky, Rowan & Wyatt, 
Zane Jensch, Jason Scott Read, Kelsey Ann Brady, Calvin Lester, Nate Beagle, James Wojtal 
Jr., Kirk Thatcher, Wendell W., Kelly Sue DeConnick, Matt Fraction, Karen Fritchman, HL & 
T, Paul Dini, Misty Lee, Caissie St. Onge, Matt Debenham, Lincoln & Eli, Dan Edwards, Kelly 
Thompson, Karla Pacheco, Aaron Fever, Kevin Smith, Christopher McCulloch, Doc Hammer, Bill 
Corbett, Amy Mebberson, James Silvani, Abiskibita, Joel Watson, Q Fortier, Edward Mejia, Owen 
Panettieri, Kathryn Maughan, Emma Liegler, Erin King, Luiz Augusto Buff, and Nigel Griffin. 
Finally, my deepest gratitude goes to the crew and cast of DuckTales, who were very accommo- 
dating and gracious in speaking with me and shared my enthusiasm for honoring a show they 
also hold dear. | hope fans enjoy this glimpse behind the scenes and appreciate the artistry of 
everyone who worked on the show. This book is dedicated to the artists of DuckTales—every single 
one of them. DuckTales was a gift, and | thank you for it. Woo-oo! 


KEN PLUME 
SOMEWHERE IN DUCKBURG 
SEPTEMBER 2021 
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INTRODUCTION 


Dear Reader, 


The book in your hand is a labor of love that represents a ton of passion for a show... 
that was a labor of love that represented a ton of passion for another show .. . 

that was a labor of love that represented a ton of passion for a series of works. . . 

that were a labor of love that represented a ton of passion for a family of ducks. 

This got real meta, real fast. But of course it did. 


In the summer of 2015, an impossibly talented and handsome individual met some guy that was 
pretty okay. [This is Matt. Frank won't tell me which one of us was “the handsome one.” But 
| think we both know.] These two set off on a fantastical and dangerous adventure to uncover 
the greatest treasure of all: a reboot of a beloved childhood favorite that didn’t mess things up 
too bad. 


Along that adventure, they gained trusted allies (and a few enemies who | don’t think were 
named in this book). And that team of adventurers became a bit of a family. And what started 
out as two dummies on an ill-advised quest became a grand adventure we all shared together. 


We always said that these characters, and these stories, belong to everyone. Well, the work in 
this book belongs to the impossibly talented, endlessly warm, ceaselessly resourceful, some- 
times dysfunctional, but always collaborative creatives those two dummies had the good fortune 
to work with. 


This tome, lovingly excavated by Ken Plume, is a treasure map. It details the painstaking path of 
this family that gave their all to make a weird little show about a family of ducks. 


How did we Dewey it? Soon you'll know. 


Bless Your Bagpipes, 

And Blathering Blatherskite, 
And H’boy, 

And Aw Phooey, 

And Clop Clop Clop, 

And, now and forever, Woo-oo, 


MATT YOUNGBERG AND 
FRANCISCO ANGONES 
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IN THE FINE FAMILY AOVENTUICE TRADITION OF THE INCREDIBLES 


ANO INDIANA JONES, ANO ENSEMBLE FAMILY COMEDIES LIKE 
"MODERN FAMILY,” ANO “ARRESTED DEVELOPMENT,” 
THESE ARE THE TALES OF THE DUCK FAMILY OF DUCKBLIRé 


HOW A TRIO OF TROUBLEMAKING TRIPLETS 
MANAGED TO MAKE THE RICHEST OLICK IN THE 
WORLO EVEN RICHER BY GIVING HIM A FAMILY. 


AND LOUTE, LIVE WITH THEIR 
OVERPROTECTIVE, RISK-AVERSE 
| Imt| UNCLE OONALO. 


A 


THEY DON’T BOTHER HIM WITH 
QUESTIONS ABOUT THE OLD DAYS, 
OR THEIR MOM, OR THEIR FAMILY. 
BUT AFTER DONALD GOES TO BED, 
THEY SHARE RUMORS THEY'VE HEARD 
ABOUT THE INSANE ACTS OF 


_ DERRING-DO THAT CRAZY OLD RICH 


MAN UP ON THE HILL HAS 
PERFORMED, COMPLETELY UNAWARE 
THAT THEY'RE THE HEICS TO A 
LEGACY OF ADVENTURE. , 


THE BOYS ARE ITCHING FOR 
EXCITEMENT, BUT APE CONSTANTLY 
UNDER THE WATCHFUL EYE OF 
“HELICOPTER PARENT” DONALD, WHO 
DOES HIS BEST TO KEEP CLOSE 


] TASS ON THEM AT ALL TIMES BOTH 
IN AND OUT OF THE HOUSE, 


TRILLIONAIRE ENTREPRENELIE AND PROFESSIONAL ADVENTURER 
SCROOGE MCOLUCK, WENT ON DANGEROUS, STUPID, GLORIOUS 
AOVENTURES WITH HIS NEPHEW DONALD AND NIECE DELLA, 
ANO EVERYTHING WAS AMAZING. 


+nFOR REASONS 
UNKNOWN TO THE REST 
OF THE FAMILY... 


Ever styce Sceoose Ano 
DONALD'S FALLING OUT, 
SceOOse HAS HUNG UP HIS 
AOVENTURING TOP HAT AND 
DONNED THE SPATS OF 
CORPORATE RESPONSIBILITY, 


A DUCK OF HIS AGE AND 
STATURE CANT GO TRAIPSING 

ABOUT GETTING INTO TROUBLE 
AND SWIMMING IN HIS SWEET, 
ONeY BN, At LEAST 


TELLING HIMSELF, 

IES GOT INVESTORS TO 
REPORT TO AND MEETINGS TO 
ATTEND ANO CONTRACTS s 

TO REVIEW AND, 


Sceooee 15 1N A 
QUT AND HIS STANOOFFI 
NATURE HAS EARNEO HIM A 
REPUTATION AS A BIT OF A 


MISEQ, EVEN WITH HIS FAITHFUL HOUSEKEEPER 
M@S, BEAKLEY sno nee ever-encee, 
STUDTOUS 6rANoDAUEHTEe WEBBY. Sceooce 


NEEDS SOMETHING, SOMEONE, SOMEONES, 
TO SHAKE HIM OLIT OF HIS FUNK AND HELO HIM 
TURN EVERY DAY INTO AN ADVENTURE! 


50.»| Wien a Last-ntNure ENERCENCY FORCES 
DONALO TO LEAVE THE BOYS WITH THEIe LINCLE 
Sceooee - 11s ABSOLUTELY, 
POSITIVELY, LASTEST OF THE 
LAST-DITCH enaystttine OPTION - A GOLDEN 
OPPORTUNITY SEEMS TO PRESENT ITSELF FOR 


ScROOGE AND HIS CLAN, BuT DONALO CONVINCES 
HIMSELF NOT TO WORRY, 


T mean, THEY’ UST 
A COUPLE OF KIDS 
AND AN OLO MAN, 


[ How MUCH TROUeLE 
? 
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MATT YOUNGBERG (Executive Producer): | started 
working in animation back in 1999. | was going 
to CalArts at the time and had just finished my 
freshman year. My first job was doing freelance 
storyboards for Batman Beyond. From there, | 
just kept working on big franchise-type proper- 
ties, from Batman Beyond to X-Men: Evolution, 
and then | did Teen Titans, which is where 
| directed for the first time. After that, | took 
over the Transformers: Animated franchise, 


which was my first showrunning experience. 
After that, | took over Ben 10: Ultimate Alien, after which | refreshed the 
franchise with Ben 10: Omniverse, giving it a whole new look and style of sto- 
rytelling. Once that was wrapped, | was looking for my next thing, and that’s 
when DuckTales fell into my lap. | had always wanted to do DuckTales. It was 
my white whale. | lucked out that it was available at the same time | was. 


FRANCISCO “FRANK” ANGONES (Co-Executive 
Producer, Story Editor): | started off as a 
live-action TV writer and had sold a couple 
of things in the comedy space, both hourlong 
and half-hour. While | was going out to staff 
on other things, | heard about a show that 
Craig McCracken was working on. | had been 
a huge fan of Craig’s from Powerpuff Girls 
and Foster’s Home for Imaginary Friends, 
and his new show, Wander Over Yonder, was 
described to me as “Hitchhiker’s Guide to the 
Galaxy meets Looney Tunes, with Jack McBrayer.” | had the good luck to 
do a day of freelance on that, and it was my first day in animation. It was 
one of the best creative days of my life. It felt freeing, and | had the ability 
to really play and cut loose. Over the course of that one day freelancing, 
| really fell in love with the process. Off of that freelancing, | was able to 
join the writing staff of the show, and then went on to become the head 
writer in its second season. As we were working on the end of Wander 
Over Yonder, \'d heard that certain Disney executives had been talking 
about trying to bring back DuckTales in some way, shape, or form. | was 
a massive DuckTales fan, and just a huge Disney Afternoon fan in general. 
So | tried to make it known to the universe that | was really interested in 
doing something with that. 

| went to my garage, pulled out all of my old DuckTales posters and toys, 
and conveniently set them up by the exit of my office. And then | would invite 
executives to coffee, telling them to meet in my office so that as they went 
out, they would see the posters and the small DuckTales shrine, and they’d 
be like, “Oh, do you like DuckTales? We're actually talking about trying to 
make a reboot of that.” That led to my very first meeting with Matt, and we 
were off to the races from there. 


SEAN JIMENEZ (Art Director): | started out in clean- 
up at Disney Feature Animation and worked on 
Pocahontas, The Hunchback of Notre Dame, 
Hercules, and Mulan. After that, | left and worked 
on The Iron Giant as an inbetweener before going 
to Imagineering as an audio animatronics animator. 
It was on /ron Giant that | got to work more closely 
with the director, Brad Bird. | was inspired by that 
experience and wanted to get more into either story 
or development, so | decided to go to CalArts at 
age twenty-seven. At CalArts, | met a whole bunch of people who then 
started taking over television animation, like Alex Hirsch, Pen Ward, and 
J. G. Quintel. They inspired me to get into TV, because they all wanted to 
get into TV. | fell in love with the short form at CalArts, so when | graduated, 
| got a boarding and writing position on the first season of Adventure Time. 
That was a pivotal moment in my career. With TV, it’s a smaller chunk of 
story to tell, so it was easier to wrap your brain around it, and it was just 
a small group of people putting it together. Whereas when | was doing 
features, it was hundreds and hundreds of people, and you felt like you’re 
just a little cog. 

After the first season of Adventure Time, | had an opportunity to go to 
Disney Television Animation, because Alex Hirsch was in development, and 
a show that he directed the pilot for, Fish Hooks, got picked up. | went to 
Disney as a background designer, because that was the position that was 
open, and | fell in love with background design. After that, Alex got Gravity 
Falls, and | was on that from the beginning. Working in the trenches of 
Gravity Falls is where | met Suzanna Olson. In its second season, | got to art 
direct some projects in development. Not long after that, | got a call from 
Shane Prigmore, and he asked if | was interested in DuckTales, and would | 
meet with Matt, Frank, and Suzanna about it. 


SUZANNA OLSON (Producer): | didn’t have the 
traditional eye towards animation. When | 
started out into school, | was more on the art 
history / art conservation / fine arts track, so 
| thought | would do museum curatorship or 
art conservation. As | went forward in that, 
| realized it was going to be a lot more organic 
chemistry than my skill set or interest could 
handle, so | took some tangents and some soul 
searching and realized that animation produc- 
tion had the best of both worlds. | could talk about art with artists every day 
but also use my organizational projec-management side, as well as have 
a finished product at the end of all the hard work. So animation seemed 
perfect. | got my foot in the door as a production assistant at Disney, and 
during that time, | worked on a show for Disney XD called Kick Buttowski. 
| had the good fortune to go into Gravity Falls as a production coordinator, 
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1SK V5 REWARDS, 


Tuts 1s A stow asout RISK VS. REWARD. Asout THE AMAZING 
THINGS THAT CAN HAPPEN WHEN YOU'RE WILLING TO TAKE A CHANCE, 
AgOuT LEARNING WHAT THINGS ARE REALLY VALUABLE TO you. IN THE 
END, THIS IS THE STORY OF A FAMILY BEING PLISHED BY THE WORLD'S 
RISKIEST DUCK TO TAKE BIG, CRAZY, WILD CHANCES WHILE DISCOVERING 
THE THINGS THEY'RE NOT WILLING TO RISK, 


Sceooce, A MULTI-MULTI-TRILLIONAIRE MANY TIMES OVER, IS OUR 
VEHICLE TO GO ON ANY ADVENTURE WE CHOOSE. He's GOT THE 
CURIOSITY, THE LIMITLESS RESOURCES AND THE LINMATCHED SENSE OF 
BRAVADO TO GO ANYWHERE AND TRY ANYTHING. 


Lictimatecy, WHAT we'd LIKE TO CAPTURE WITH DucKTALEs IS THE 
NOTION THAT THE WORLD IS AN EXCITING PLACE, FILLEO WITH 
MYSTERIES, SECRETS, AND REWARDS IF YOU HAVE THE OPTIMISTIC, 
CAN-DO CHUTZPAH TO GO OUT AND SEEK THEM. THROUGH THETe 
ESCAPADES OUR HEROES WILL ALSO FINO HIDDEN VALUE IN THEIG 
FAMILY AND IN THE WORLO AT LAgGE. THEY WILL LEARN WHAT ScROOGE 
KNOWS INNATELY: WITH GREAT RISK THERE IS GREAT REWARD, AND WITH 
WILLPOWER THERE IS GROWTH. 


and through a series of events, Alex Hirsch asked for me to be line producer 
in the second season. So | got to finish off that series with Alex and Sean. 

Towards the end of Gravity Falls, Disney gave me the lay of the land and 
asked if any of the next shows coming up were of any interest. The one that 
really popped up for me that | really wanted was DuckTales. | remember the 
interview that | had with Matt Youngberg. We chatted in his office. Not only 
was DuckTales iconic—it was very formative for me. Matt seemed like an 
incredible leader, and luckily, Matt liked me, too. Then we were off to the 
races. | got to meet Frank shortly thereafter. As we were getting into the art of 
it all, it was hard facing the question of “How do you take an iconic property 
and reboot it and its art style?” Having known Sean from Gravity Falls, | 
knew that he had such a respect for art history, art, artists, and where things 
came from, but he’s also a tastemaker and can look ahead. So | called him, 
and | convinced him. | told him, “You don’t have to commit, but just come 
in and do a couple of pieces and meet the guys.” Sure enough, when he met 
Matt and Frank, that’s when the really fun conversations took off. 


MATT YOUNGBERG: There were rumors of rebooting DuckTales for years, and 
when | was done with Ben 10, | called up Disney and asked what was going 
on with it. At that point, they still had not figured out what they were doing 
with DuckTales, so they brought me in for a few meetings. They had a team 
on it in development, and | was on the outside. | assume that they really 
liked my take that | was bringing in. | was focusing on the family. | really 
wanted to make sure that the stories were coming from family, and that’s 
what was pushing the adventure. It was focusing a lot on the heart, and 
the comedy and the adventure were the cool things in an episode, but they 
weren't the reason for the episode. The reason for the episode was interper- 
sonal relationships and how they played off of each other and pushed the 
story forward. It was at that point when they had me meet Frank. 


AS SUCH... crc cHAcacter HAS A UNIQUE RELATIONSHIP TO THAT NOTION OF PISK. 
“Tie soys ano Weeay ave HUNGRY FOR IT secause tHey've Never TeULy 
EXPERIENCED IT AND ARE LINAWARE OF THE DANGER IT MIGHT BRING. 


- Donato AVOIDS RISK ot aut costs eecause HE KNOWS THE TROLIBLE IT CAN 
CAUSE WHEN IT BLOWS UP IN Your FACE CAS IT SO OFTEN D0ES FOR DONALOD, BUT 
THAT'S PREVENTED HIM FROM LIVING HIS LIFE TO THE FULLEST. 


— LAUNCHPAD FACES RISK SO OFTEN THAT HE'S OBLIVIOUS 10 11. 


~GLOMEOLO WILL NEVER BEAT GCROOGE BECAUSE HE'S ALWAYS WAITING FOR HIS 
RIVAL TO TAKE THE FIRST RISK AND THEN ATTEMPT TO COPY HIS success. 


Ano Sceooee's FORTUNE WAS BORN OF HIS WILLINGNESS TO 

RISK EVERYTHING roe THe sake OF THE BtecesT eeWARD POSsIaLe, BuT 
THAT EXTREME OEVIL-MAY-CARE ATTITUDE HAS A TENDENCY TO CAUSE FRICTION BETWEEN 
SCROOGE AND THE INVESTORS, EMPLOYEES, AND FAMILY, SCROOGE IS GOING TO HAVE 
TO LEARN THAT THERE ARE SOME THINGS IN LIFE EVEN HE'S NOT WILLING TO RISK. 


FRANK ANGONES: | was told by Disney, “This is the guy that we’re going with.” 
The breadth of this property and these iconic characters that are beloved— 
going back to the Carl Barks comics, to their appearances in various shorts, 
TV, and film projects, the original show, the video game—is overwhelming. If 
you try to embrace all of it, it’ll crush the production. The thing that the orig- 
inal series very wisely did in making it a twenty-two-minute family adventure 
for children is to focus on that family element and focus on the relationships 
and the relatable family problems. We always said that DuckTales was a 
family sitcom where the family just happens to be a family of the world’s 
greatest adventurers. Because Scrooge has had a long and storied adventure 
history, we were able to use that phrase as a base to pull in material from the 
European and Latin American comics, from the video game, from the original 
series, as well as those Carl Barks stories that started it all. It was a really 
great way to be able to pull from the toy box while still staying focused on 
that central core theme of family being the greatest adventure of all. 

Our first meeting was at Disney TVA in 2015. The thing that Matt and | 
really bonded on was Chris Claremont X-Men comics. In the eighties, they had 
these huge, sprawling story arcs with complicated narratives. But the way 
comic books were written at that time, even in the middle of a long arc, you’d 
still be able to pick up any random issue of X-Men and feel like you had gotten 
your money’s worth. That became the basis for the structure of our show, 
where each individual episode stands on its own as its own fun adventure, 
which you can watch in any order. But if you do happen to watch the whole 
series, then you have more of the context, and you get this larger adventure. 

One of the big things that we agreed on right off the bat was to take this 
opportunity to differentiate Huey, Dewey, and Louie. 

| had a two-page manifesto laying out my idea for the series, which is: 
something bad happened before the start of the show, and when Scrooge 
risked something that he couldn’t get back, it alienated him from Donald 


AMILY 15 THE GREATEST ADVENTURE 


Art 175 core, OUR VERSION OF DUCKTALES IS A SHOW ABOUT A REMARKABLY UNIQUE 
FAMILY, ANO LIKE EVERY FAMILY, THEY HAVE THEI? OWN HISTORY, PIVALeTES, 
ALLIANCES, INSIDE JOKES, WEIRD ECCENTRICITIES, AND SECRETS...SOMETIMES. 
REALLY BIG secrets...auT AT THE END OF THE DAY, THEY LOVE EACH OTHER AND 
WILL ALWAYS HAVE EACH OTHER'S quacks. Ee... “eacks.” Have EACH oTHEee’s BACKS. 
Sorry. No MORE OUCK PLINS. 


Huey, Dewey, Loute, ano Wesey PROVIDE OUR ACCESS TO THE GRAND, STORIED, 
MYSTERIOUS, AND EXCITING WORLO OF THE Duck Famtty/CLan McDuck. Ltke ALL 
KIDS THEI AGE, THEY'RE JUST STARTING TO FIGURE OLIT THAT THE GROWN-LIPS 
AROUND THEM ARE PEOPLE TOO. THEY PO”IR OVER LITTLE HINTS AND DETAILS OF PAST 
RELATIONSHIPS ANO EVENTS AND PRESS THEI EARS TO THE DOOR TO LINCOVER NEW 
CLUES. THE KIDS APE EAGER NOT ONLY TO UNCOVER THE DETAILS OF THE FAMILY’S 
SWASHELICKLING PAST Cano FOR ScRrooee, THAT's A LOT oF PAST), BIT ALSO TO 
TAKE THEI PLACE AS THE NEXT GENERATION OF AOVENTURERS. WHILE SceOOcE MAY 
BE THE CHARISMATIC VEHICLE FOR ADVENTURE, THE KIOS ARE THE PROTAGONISTS, 


and locked Donald into being completely risk averse. We always tried to tie 
Scrooge’s riches and treasure hunting to the notion of adventure and it being 
this epic thing. That allowed us to make the heart of these characters, the 
heart of the conflict, and the heart of the show to be about family and dealing 
with family. All families have rivalries and secrets and things that aren’t talked 


about anymore, and that became an interesting way to ground the show. 

The big question coming out of that meeting for us was not “How do 
we make more DuckTales?” It was “How do we recapture the feeling that 
DuckTales gave us when we were kids but do that for a contemporary au- 
dience?” The audience has changed, and kids have a different expectation 
from their shows. We really wanted to make sure that the focus was on doing 
a full family show, because it made sense for us that when we were kids, 
we would identify with Huey, Dewey, Louie, and Webby. Then, as adults, we 
would identify with Scrooge, Donald, or Beakley. We wanted something that 
the whole family could watch together. And it made sense with this property, 
which was so beloved by our generation, to make something our generation 
would be able to watch with the kids. 

A big part of the appeal of the show is the big, quirky family ensemble 
cast. Once we were able to actually start separating those characters out in 
individual adventures and then bring them back together, when they came 
back together, it really did start to feel more like a full family experience, 
with people coming at each other from all different ways. Our initial pitch to 
Disney was that we wanted to do Modern Family meets Arrested Development 
meets /ndiana Jones. It was all about that snappy chemistry that happens 
when all of the characters are in the room that you don’t necessarily get in 
a lot of other sitcoms, where it’s not a full family of interesting characters. 


SUZANNA OLSON: Matt has such great instincts about that stuff and keeps 
the kids, the parents, and the original fans in mind as he’s making each of 
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WHATEVER ARGUING, DANGER, OR PERSONAL SPACE VIOLATIONS 
THEY MAY FACE (HOW CAN SUCH A BIG MANSION HAVE SO FEW 
WORKING BATHROOMS?)), THEY'RE WAY BETTER OFF TOGETHER THAN 
THEY EVER WERE APART. WITHOUT EACH OTHER, Scrooee WOULD BE 
STUCK UP IN HIS MUSTY OLD BIN WITH ALL THE MONEY IN THE WORLD 
AND NO ONE TO SHARE IT wiTH. AND DONALD WOULD STILL BE 
STRUGGLING TO BUSILY RAISE THE BOYS BY HIMSELF, HOLD DOWN A 
JOB, AND KEEP HIS LITTLE FAMILY AFLOAT (LITERALLY. THEY LivED 
ON A HOUSEBOAT.) THIS FAMILY— INCLUDING Wesey, Mes. BEAKLEY, 
AND LAUNCHPAD—FILLS IN EACH OTHER'S GAPS TO BECOME A 
FINELY-HONED ADVENTURING TEAM. IF THEY STICK TOGETHER, 
THERE'S NO RIVAL (PERSONAL, PROFESSIONAL, OR MYTHOLOGICAL) 
THESE DUCKS CAN'T FACE. 


Our GOAL IS TO TAKE THESE ICONIC FIGURES 
AND TURN THEM INTO REAL, RELATABLE, 
THREE-DIMENSIONAL CHARACTERS, WITH AN 
IDENTIFIABLE FAMILY DYNAMIC THAT WILL 
SPEAK TO MODERN VIEWERS. Sure, NOT 
EVERYONE KNOWS A TRILLIONAIRE 
ADVENTURER, TROUBLE-MAKING TRIPLETS, 
OR AN MI-6 TRAINED NANNY, BUT THAT \ 
RELATABILITY WILL COME FROM THE 
EMOTIONS AND SPECIFICITY OF THE 
CHARACTERS. AND THAT SPECIFICITY IS 
GOING TO BE CRUCIAL TO JUSELING AND 
DIFFERENTIATING A SIZABLE MAIN AND 
RECURRING CAST WE WANT TO BUILD UP 
AROUND THE Duck FAMILY. 


In OUR DESIRE TO CREATE 
SUCH A DYNAMIC, WE'RE 
LOOKING FOR INSPIRATION 
NOT ONLY FROM SUCH FAMILY 
ADVENTURE STORIES AS THe 
INcREDIBLES, THE INDIANA 
JONES FILMS, AND THE TINTIN 
COMICS, BUT ALSO “MODERN 
Famicy® “Arrestep 
DeEveELOPMENT,” AND “SO Rock” TT 
HELP STRIKE A UNIQUE BALANCE 
BETWEEN 

THRILLING ADVENTURE AND ‘ 
OFF-BEAT ENSEMBLE COMEDY. [77 


these decisions. Before we'd go too far in one crazy direction, Matt would 
keep us on task. 


MATT YOUNGBERG: | always loved the crazy direction, even if | didn’t agree 
with it and was like, “Okay, well, what does that get us? Is there a different 
way of doing that kind of thing?” As the show went on, it got crazier, and a 
lot of those crazy suggestions become more and more “Well, yeah. Okay, that 
sounds good. Let’s do it.” But the most important thing at the beginning was 
getting that really solid base for storytelling, and then you can expand into 
the crazy territory once you’re invested in those characters. 


FRANK ANGONES: After our initial meeting, we had two internal meetings, and 
they were a joy. We had never met before, and it was like being in a room 
with one of your buddies, riffing on this cool thing. If DuckTales works at all, 
it’s because of the chemistry that sparked out of that meeting and how that 
specific type of chemistry filtered out to all elements of the crew. 


SUZANNA OLSON: Frank and Matt visually showed those interpersonal relation- 
ships with a crazy-cool whiteboard, and that turned it around for the execs. 
They saw their vision of the family and the family stories that were possible, 
and it was the beginning of them starting to get Matt and Frank’s vision. 


SEAN JIMENEZ: Having been in development, | could see that a lot of the 
other takes on the material were more focused on just the epic, sweeping 
adventures, and that didn’t feel right. When | met Matt and Frank, they 
pitched their version, and | thought there was an immense thoughtfulness 
and seriousness towards the material that | loved and responded to. | under- 
stood during that meeting exactly why this version was being made, because 
Matt and Frank actually figured out how to make it work. 
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MATT YOUNGBERG: Ultimately, the visual style of the show that we talked 
about in that first meeting with Sean is pretty close to what eventually wound 
up onscreen. Since we were updating the stories, we really wanted to find 
a way to tell those modern stories that felt fresh and new to a modern 
audience. Visually, | was really in love with the idea of bringing in some 
of the old inked quality of things from the original Carl Barks comics but 
then modernizing it a bit. | was also looking at French comics and manga 
and all of this really cool stuff that a modern audience is very familiar with. 
So it was all about taking the old and marrying it with the new. Sean and 
| really connected, and he got what | was saying in my initial pitch to him, 
which was “What if there was an artist in the world of DuckTales, walking 
around through the cities and towns, and he had a sketchbook, and he was 
inking the scenery that he was seeing?” | wanted to have this grounded 
feeling, where it felt like you were in a place that existed, but it had more 
of an artistic, inked quality to it, instead of a photographic quality. Sean got 
it immediately, and then he went away and sketched up a few examples of 
what he was thinking, based on that idea. As soon as that artwork came in, 
| knew that was the direction that we needed to go. 


SUZANNA OLSON: Sean was the only art director that came in with pencils and 
paper and laid out a bunch of ideas. 


FRANK ANGONES: The thing that was exciting when | first met Sean is that Sean 
was coming to this project with the same big-idea thinking that Matt and | 


were talking about, really trying to figure out a way to embrace and honor the 
original stories and show and these characters, while also finding ways to use 
those elements to recontextualize it for a modern audience. Sean sparked on 
those references and came up with tons of interesting ideas. Part of the joy of 
working on this show was that | learned so much working with Sean, Matt, 
Suzanna, and our whole team. | am not an artist, but | connect with the way 
that Sean talks about connecting art and design to character and theme. 


SEAN JIMENEZ: What clicked for me is when Matt mentioned Carl Barks, and 
then we talked about Hergé’s clean line, with Carl Barks’s comic feel—so, 
what if the duck who was walking around chronicling the series was Hergé, 
with his clean, reductive quality? That felt like a new territory that we were 
entering into. In Photoshop, you can import a piece of texture instead of 
trying to render it. In the original series, they painted those backgrounds by 
hand. Now we could really make it feel more like a comic book. 


FRANK ANGONES: We wanted the show to feel pulpy, like an old pulp novel 
or comic book, so Sean went and purchased these giant reams of old news- 
print, with all of that pulp texture in them. 


SUZANNA OLSON: And then | had to figure out how to get them photo- 
graphed at Imagineering, with the same camera type that Ansel Adams 
used, and then that high-resolution image was the underlying texture of 
our show. 
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FRANK ANGONES: In the background of every single frame of DuckTales, you have something to point to and say, “This is our direction. This is our 
see that pulp texture, and that’s not a thing that leaps out, but itis some- _ guiding light.” 

thing that inherently shows how much Sean 
cares and how big his ideas can be while still 
honoring tradition. 


SUZANNA OLSON: During this process is also 
when the Ben Day dots were brought in to 
be used in the shadows. That was another 


MATT YOUNGBERG: No one else had cracked revelation. 


it like Sean. He cracked what was in my 
brain but brought in new things, and that’s 
the whole point. | don’t want to hire people 
who are just going to do exactly what’s in my 


SEAN JIMENEZ: At the time, no one was really 
using them, so | ended up building our own 
brush, so that we could control the scale and 
diameter. Many of the challenges of art direc- 
tion have to do with scale. When audiences 
are watching a TV screen, the size of the 
Ben Day dot has to be carefully controlled. 
The bigger they get, the more they become 
patterns that overpower the background 
and get in the way, but too small, and they 
compile and matrix in movement. There are 
all of these really strange optical issues that 
come from introducing Ben Day dots into the 


brain, because I’m not as good as some other 
people. I’m not as good as Sean as an art 
director. So | want Sean to be able to crack 
something that I’m not seeing, and that’s 
what he did. Having that clear vision helped 
so much as we moved forward, and it went 
super smoothly from there. I’m someone who 
has a hard time sitting in development, be- 
cause | like decisions being made that matter. 
My production brain is: if it works, and we 


like it, let's make it work, and let’s make equation. It was worth figuring out, because 


it the show. Having that means that when Photographing the paper texture used through- it ended up adding an interesting freshness 
you’re talking to anyone about the show, you out the series (and this book). to the style. 
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OISNEY' 'S MULTIPLANE CAMEGA 
DEVELOPED FOR FILMING SNOW 
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Osvtousty, COMPOSITING 1S OIETTAL 
NOW AND NO LONGER DONE ON A LARGE 
MACHINE LIKE THE DIAGRAM ABOVE, BLIT 
IT S A GOOD PICTURE AS TO WHY WE 
SET UP LAYERS THIS WAY. 


Fina Comeostte Imace 


THIS TYPE OF STRUCTURE WILL HELP FOR COMPOSITING 
WHERE A PARALAX/MULTIPLANING EFFECT WILL E USED. 


THIS IS HOW WE DEVELOP OUP KEYS FROM CONCEPT TO COMPLETION... 
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ON SHAPE... 


WE DRAW IN A CARTOONY STYLE INSPIRED BY CARL BARKS, 
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ON INKING... 
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ON CARL BARKS INKED COMICS... 


TAKE A CLOSE 
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CARTOONS EVER CREATED. HIS SIMPLE, CLEAR, 


ARE SOME OF THE BEST, MOST APPEALING 
SOURCE OF INSPIRATION AND STUDY! 
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LINE THICKNESS... 
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PENS AND PAINT BRUSHES TO INK THEIR COMICS, 
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BEAKS 1 


OUP BEAKS COMBINE THE UNIQUE APPEAL 
OF CARL BARKS’ COMIC DRAWINGS AND. 
THE SOLID CONSTRUCTION OF MILT KAHLS 
LUDWIG VON DRAKE ANIMATION INTO 
SOMETHING BOTH NEW AND FAMILIAR. 
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THE BEAKS SHOULD ATTACH VERY FAR BACK, 
AND WHEN SMILING, VERY HIGH-LA 


MAIN DUCKS NEVEP HAVE 
A FLESHY CHEEK WITHIN 
BEAK SHAPES 


BEAK RIDGE: 
INVISIBL: 


MATT YOUNGBERG: | had started sketching characters, just on my own, try- 
ing to figure out what our style would be. We brought in some character 
designers, and I'd also do tweaks on those. At that point, we had figured 
out the general style of the show, but the characters were the harder part to 
nail down in terms of what we were doing. Were we updating them? Doing 
the same? Are we doing Carl Barks? So we went out to a bunch of different 
artists, and we had amazing takes coming in. There were little bits and 
pieces that we liked from different artists, and so we started combining those 
ideas. Then we brought on Alex Kirwan to help us crack the code, because 
Alex Kirwan is the Sean Jimenez of character design. He loves digging into 
the history and figuring out what works and what doesn’t. 


FRANK ANGONES: A thing that Disney animators have had to contend with 
for almost one hundred years now is how to handle the beaks. They’re hard 
to draw, they’re hard to do standard lip flap, and it’s hard to get a range of 
expression. And then when we're trying to codify this to do what we need 
them to do, can they be animated? 


MATT YOUNGBERG: Because | wanted it to go slightly more dynamic, clean, and 
sharp than the original series, which was a bit more in the traditional Disney 
design realm, | hit on Milt Kahl. Looking at all the old duck history, | really 
connected with Milt Kahl’s treatment of the beaks of characters, especially 


AVOID TRADITIONAL DISNEY DUCK BILLS 
THAT USE SOFT SHAPES AND ATTACH 
CLOSE TO EYES. 


ELIMINATING. 
CHEEK MAKES 
FOR A SLEEKER 
LOOK. 


SCROOGE HAS A “FLESI 
WEB” ALSO, EVEN WHEN 
CORNER OF MOUTH IS 

INSIDE HIS FEATHER 
TUFTS, 


Fi a ( 
G 


op AND NEUTRAL 
MOUTH NEARLY ALWAYS 
EXTEND OUTSIDE OF HEAD 
SHAPE IN THE CORNER. 


DON’T FORGET TO CONNECT 
IT WITH THIS “FLESH WEB*/ 


his Ludwig Von Drake drawings. The beak was a design unto itself. It was 
clean and sharp and didn’t have a lot of overlapping gobbledygook. It was 
very strong and clear, and | latched on to that. And then Alex hit on the idea of 
bringing in the Carl Barks cheeks, so the front of the beak was Milt Kahl, and 
the back of the mouth was Carl Barks, which was very organic and expressive. 


SEAN JIMENEZ: | co-conceived the “beak formula” on how to draw the duck 
beaks for TV production with Alex Kirwan, who was our brilliant character 
design lead through the development portion of the series. Tim took over 
when the show went into production. It took a long time to figure out the 
beaks, because it’s really hard to draw them dimensionally. 


TIM MOEN: There are a lot of cheats in the beaks. The beaks make zero sense. 
If you had to 3D sculpt the beaks, it would not look the same as it looks in 
the different angles on the model sheet. There’s nothing literal about it. It’s 
something that all of the Disney ducks have, but you can’t mess with it, or 
else it doesn’t look like a Disney duck anymore. Alex and Sean had started to 
cultivate a style which paid homage to the Carl Barks comics, taking certain 
elements, such as the way that Barks drew beaks, the pie slice cut out of 
their pupils, and the way beaks connect with the cheeks. The beaks were 
a combination of how Barks drew them and the Ludwig Von Drake designs 
from the early 1960s. The beaks have to be drawn with the cheeks looking 


EYES 


USE AXIS OF EYES TO HELP CONVEY EXPRESSION 


SMILING, 
MAD, ETC 


BLANK, 
NEUTRAL 


SAD, WORRIED 
PUZZLED, ETC 


the way Carl Barks would draw them, but the front of the bill needs to look 
like how Von Drake was drawn in the sixties. 

Another element we took from Carl Barks is that all of our characters’ 
eyes have dark oval pupils with a slice cut out that represents a highlight. 
Typically, as much as we can control it, the highlight is pointing in the direc- 
tion that the character is looking. 


MATT YOUNGBERG: Tim Moen became an essential team member, as he took 
all of our wild character design ideas and coalesced them into a specific 
design language that everyone could speak. For TV production, you need 
to translate pie-in-the-sky ideas into something simple and understandable 
enough for an overseas studio to be able to execute. Tim came in and started 
figuring out the final shape language of 
our characters to allow for consistency. 
He was the first to take the develop- 
ment stuff that Alex Kirwan had done 
and actually do turnarounds. 


PROD. SOL 


SEAN JIMENEZ: While | did all the design 
philosophy, background design, and 
“stage of light” concept pages for our 
show style guide codifying the look of 
the series, | enlisted Tim Moen to head 
up the character design portion of the 
pack, with my specific direction on the 
page layouts. 


TIM MOEN: | knew we had to be as spe- 
cific as possible and have every single 
bit figured out, so | put the guide to- 


Professor VON DRAKE 
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KEEP TILTING SUBTLE, 
DON’T OVER-DO IT/ 


There’s a learning curve on a series, where you spend a lot of time get- 
ting into the style that someone else has explored in development and then 
figuring out any deficiencies in that when you need to make it be produc- 
tion ready, where it needs to be drawn by hundreds of animators having 
to maintain a consistent look. In development, we’re just exploring ideas, 
and we’re not worried about the technical aspect. My job was taking those 
ideas and then making the technical aspect work. It was really just trying to 
understand how the ducks are constructed and how to codify the cleanup 
style to make it consistent. 


SEAN JIMENEZ: | came up with the “marshmallow” analogy to help the de- 
signers and overseas vendors understand the treatment of the dimensional 
shapes of the characters. 


TIM MOEN: That helped a lot, because 
that’s how we kept it simple: by 
treating all the structural elements of 
a character, as much as we can, with 
that underlying aesthetic. That’s how 
we got consistency. They’re simple 
shapes like a square, but it’s a little 
puffed out and rounded on the corners. 
The slight positive air pressure of every 
character and all of their little facets 
and features is definitely part of what 
goes into the look of DuckTales, as is 
the posture and invisible skeletal struc- 
ture of the ducks. 

One of the things that was difficult 
and different about DuckTales is Matt 


Milt Kahl's treatment of Professor Von Drake. 


gether over the summer of 2016. Alex 

Kirwan did part of it, too. | wanted to make sure that anyone using this guide 
could understand the structure of the characters, so that if you’re drawing it, 
there are no questions. You can see, structurally, what everything is. 


was like, “We're making an action show.” 
DuckTales is an action-comedy adventure, and so the characters needed to 
walk and behave a little bit more humanoid than they had in the past. If you 
look at the traditional Disney duck design, they lean forward more, and the 
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legs are a little bit more under and back, like regular ducks. The posture is 
not quite as erect as you’d draw a proper human being. Sean drew a skeletal 
structure of how he viewed the duck mechanic working, and we ended up 
attaching the legs closer to the front of the pelvis, so that they weren't behind 
the ducks, and they just had kind of a big tail sticking out. That way, they can 
really act and kind of go nuts. 

The shapes need to have some kind of strength to them, usually straights 
and curves. You'll see it in how the arms, torsos, and sometimes even the feet 
are drawn. And in cleanup, the ink lines have to taper into one another. Where 
there are turns or where lines converge, they taper—but not too thin or too thick. 

Sean and Matt wanted the cleanup to have a flowy ink stroke with 
tapered ends. It was hard to learn how to do that, but fortunately our 
cleanup artist, Jeremiah Alcorn, figured that style out before | came on. 
| learned a lot from him by dissecting his work and figuring out a way to 


implement that style in our cleanup process. The lines had to flow into 


each other, and we couldn’t have overshoots that weren’t intended, or 
it would look sloppy. Everything had to be meticulous, or it falls apart 
rather quickly. We needed something to send overseas to make it feel 
consistent. 

It was impressed upon me to really hit the 1950s Carl Barks aspect of 
the designs, but when Tapan Gandhi came on as a character designer, he 
was really able to lock in to an aspect of the style of the show that none of 
us were even talking about, which was the Disney Afternoon aspect. He was 
able to look at Darkwing Duck or Goofy in Goof Troop and do an updated ver- 
sion of how that would look in our show style. Hybridizing those ideas with 
what Matt, Frank, and Sean were thinking put us over the edge with what we 
needed for the series. The key aspect of a final character design, when you're 
looking at it, is whether or not it looks like it fits within our world. 
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MATT YOUNGBERG: Building out our team at the beginning, it was pretty key 
to get some directors involved. Initially, we brought in Dana Terrace, John 
Aoshima, and Tom Owens. Tom left within the first few episodes, and when 
he left, we replaced him with Matt Humphreys, who was one of our story- 
board artists. Sarah Craig also arrived fairly early to do prop design as part 
of the core team. 


SUZANNA OLSON: When we started the show, Matt and each director had a 
few storyboarders in mind to set the tone of the show, but we had a lot of po- 
sitions to fill. So | used the anonymous testing process that we did on Gravity 
Falls, which was to take names and identifying information off of the tests, 
and we submitted them to Matt and the directors. That way, they got to judge 
the work just on the technical and creative boarding abilities. Then, on the 
second round, share the name and their ré- 
sumé, and talk about the person. There were 
some young, up-and-coming board artists, 
right out of school, and there were veterans 
who'd already been doing it. It allowed us to 
be open and take away any implicit bias that 
might sometimes exist. It was important to 
Matt to have a diverse team and have new 
voices. He wanted talented people and was 
always promoting growth from within. So we 
had a lot of people who grew into supervi- 
sory roles within our crew who started from 
that anonymous casting process. 


SEAN JIMENEZ: We implemented the color- 
script process, which was a big thing for 


EVERY DAY WE'RE IN HERE MAKING... 


much easier to pitch the vision upwards and get that buy-in. The studio was 
really excited about DuckTales, and they let us experiment in a lot of different 
ways. Matt introduced the “board-o-matic” to Disney TV Animation. 


MATT YOUNGBERG: An animatic is taking the final storyboards from an episode 
and matching them to an episode’s recorded dialogue. A board-o-matic was a 
rough animatic, taking the first-pass storyboards and doing that. In the past, 
| had seen both a really good board get pitched and die because the person 
pitching isn’t very good, and horrible boards get by because someone’s really 
good at pitching. | wanted to take that risk out of it. | knew our scripts were 
strong and our actors were strong, and I’m hiring board artists because their 
skills are strong, and not that they’re great at getting up in front of someone 
and pitching them. So my philosophy was to get it in animatic form as quickly 
as possible to see if it’s working. 


MATT YOUNGBERG: We were collaborative not 
just on the art side but the writing side, as 
well. Usually on a show, you don’t bring an 
art director into a story break. Traditionally, 
the last thing that happens is an art director 
gets to come in and start putting things to- 
gether. But from very early on, we had Sean 
sitting in at the story breaks. When we had 
the broad story beats, Sean would be there 
hearing them, so he would already be get- 
ting ideas for visuals. 


FRANK ANGONES: The key to the process of 
making the show was collaboration. The 
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the show. It’s an artist who's focusing cre- 

atively on color harmonies, right from the beginning of the process on 
an episode. We used the color script as part of the creative process. We 
showed it to everyone upfront so they could get a snapshot view of what 
the colors guiding the show would be. We approached it cinematically, 
since color represents mood and the emotion of a character. It was the first 
time | was able to get color-script positions implemented into the produc- 
tion pipeline, which usually isn’t the case. DuckTales was one of the first 
shows to really codify color scripting into the preproduction process of the 
show and not just do it willy-nilly. Usually, it’s a job that’s multitasked by 
another position within a show, like an art director or a background painter. 
| felt we needed somebody to focus on it full time. | had worked with Josh 
Parpan on Gravity Falls and really loved his colors. 


SUZANNA OLSON: Sean always came in with a great blue-sky vision, but he 
was also production minded, so he’d come to me with diagrams and “Here’s 
how | think it could work,” which was great. He would always put some 
thought into how it could possibly be implemented. It always made it so 


way that the writing would work is that we 
would come up with general ideas, like, “This is the type of story we want to 
tell.” But then there was a template it had to pass, which was “What makes 
this a story worth telling?” and “What makes this an episode of DuckTales?” 
Because there are stories worth telling that aren’t necessarily an episode of 
DuckTales. 

There are a couple of things that we codified pretty early on in this show 
that cemented collaboration as the order of the day, across the board. One 
of them was involving the art director and the directors in the story break. 
Along with collaboration, | think it’s important that people feel engaged, 
because then you feel ownership of a thing. And if you feel ownership of a 
thing, you’re going to put in more of yourself and your heart. It’s a testament 
to Matt as a showrunner that he always encouraged that. He hired well, 
and he brought in these people because he wanted to hear their opinions 
and because he wanted to collaborate with them and knew they could do 
something that maybe wasn’t his strong suit. And Matt has many strong 
suits, and it would be very easy for Matt to not be that type of dude, but we 
were all very lucky that he was. 
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Notes pinned to a wall capture plot ideas and character bios for the show’s writers. 


SUZANNA OLSON: Speaking to hiring well, | would go to bat for the ideas, 
but a lot of times the implementation and execution was really a collabora- 
tion with Laura Reynolds. It was her amazing experience, coming from the 
feature side and twelve years at Pixar. She brought all that to the table and 
really helped smooth the road for the entire crew. 


MATT YOUNGBERG: Laura was a really special hire. | remember Suzanna was 
reading Ed Catmull’s book, Creativity, Inc., and she read a story about an im- 
plementation of some kind of production method that was really intriguing. 
And the person behind it was Laura. 


SUZANNA OLSON: It was a story about The Incredibles and Brad Bird, and 
keeping the production running when it came to the character animation, 
and | was like, “The way this woman thinks is incredible. | want her on 
DuckTales.” So | looked her up, we went out to lunch, and when | had a 
position finally available, she accepted. 


SEAN JIMENEZ: Laura was key in the production process as the person trying 
to figure out how to implement everything everyone needed within the pro- 
duction schedule. 


MATT YOUNGBERG: Suzanna has a great eye for production people, as well as 
their talent, and everyone she hired was always a home run. Around that 
point is also when we had to crew up the writing team. 


FRANK ANGONES: | wrote up a loose ten-page document that served as a 
writing guide, outlining what we were doing with the show, the characters, 
how the relationships work, and a list of the things that we were referencing. 
We also developed this thing called the “no mine cart” rule, which was a 
huge thing for us in the early days. At one point, a mine cart chase was a 
revelation in pulp storytelling. It’s like, “Oh my gosh, it’s like a car chase, 
but it’s on rails! And it’s through a mine, so there are all these specific 
obstacles!” And then it just got done to death. Everyone just did versions of 
it, and it became an old saw that you've seen a million times before. Our goal 
was: “All right, we never want to do something that feels like you’ve seen it 


a hundred times before on an adventure show. What's the variation, but with 
an idea that you haven’t necessarily seen before?” It’s just trying to shake up 
those tropes. So when we met with writers, we always impressed that it’s 
a family story first, the stories and adventures come from family, and that 
would inform what the action set pieces would be. 

Colleen Evanson had submitted a sample idea that was a family road trip 
to Atlantis and just playing up the family aspect. That was perfect, because 
you got all of the family road trip stuff, and all of the adventure stuff, and it 
grounds things. We used her idea in the second half of our pilot. We were 
able to bring in Colleen, and it was her first big staff writing gig, but she just 
had such a great brain for comedy. | was able to bring on Bob Snow and 
Christian Magalhaes, because | knew they both had great adventure story 
brains. Madison Bateman had a long history with franchise animated shows 
and animated shows in general. The thing that all of the writers shared was 
that they were all hungry to do something really interesting and different 
with DuckTales, and wanted to form a writers’ room, and to form that kind 
of bond. | firmly believe that nobody really knows how a TV show is written 
and understands that this is a collaborative effort, especially the way that we 
would break stories, bringing in all these other people and really hammering 
it out. To foster that sense of collaboration amongst the writers, | said, “Hey, 
if you’re in the writers’ room for a story break, your name is on that episode 
as a ‘story by’ credit, because you contributed.” It’s that thing of getting 
people invested by providing them ownership and involvement, so they’re 
not just focusing on their episodes, they’re focused on everything. 


MATT YOUNGBERG: Up to this point in my career, it was rare to even have 
a writers’ room. I’ve had writers, but everything was on a freelance basis, 
where we’d bring people in and break stories together, and then the writers 
would just disappear. This was the first time where | had a writers’ room, 
they were all in-house, and they were all sitting in offices right near mine. It 
was an opportunity to pick their brains all the time and to bring them into 
things that they traditionally hadn’t been a part of. It was this really great 
opportunity to really make a show cohesive, from the start to the finish. | 
never was able to do that before. We were doing something that was really 
special, and everyone could feel it. 
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MATT YOUNGBERG: Our approach to music on the show was guided by the 
adventure and sense of grandness we wanted to bring to it. We wanted to 
make it feel as big as it should be, and so we wanted some really cinematic 
music. We wanted to make sure each character had their own theme. We 
also needed versatility, because we knew we weren't going to be doing the 
same stories every time, in the same locations, but rather would be going on 
different adventures around the world. If we’re going to a country, we needed 
music that embraced that culture. It was a real challenge to find the right 
composer, because it was a big ask to do all of that stuff. Then we found 
Dominic Lewis, and Dom could do it all. 


DOMINIC LEWIS: As a child, | fell in love with DuckTales and the theme song. 
So when | got the offer to score DuckTales, it was like a dream come true. 
Tackling the pilot, | relied on my emotional memories of the original show, 
and then wanted to bring what | was going to bring to this new show. Frank 
and Matt told me, “We want to create the show that you think you remem- 
ber,” and that was how | approached the score, because | remembered it 
being awesome. | threw caution to the wind and went, “Well, how about a 
huge orchestra and loads of cool band elements, and just throw everything 
at it and see what happens?” And amazingly DuckTales can hold anything. 
And that’s a huge credit to Matt and Frank and the whole team. 


MATT YOUNGBERG: There was never a challenge that we threw at him that 
he couldn't pull off. It’s crazy how versatile he was, because he could do a 
perfect pop song, but then he could also do a perfect cultural theme for any 
country we went to. 


FRANK ANGONES: Dom was able to not only shift in terms of world music but 
also shift in terms of tropes and tones. He could deliver a superhero theme 
that was as strong as a spy theme that was as strong as a mystical theme. 
One of the times | was the most blown away by Dom’s work was when we 
were sitting in the mix for the series one finale, “Shadow War,” and | realized 
that over the course of the season, Dom had developed individual themes for 
Webby, the boys, Scrooge, Donald, Magica, Gizmoduck, and Della, and he 
managed to weave them all together as each of these characters had their 
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big moments. We never wanted wall-to-wall music or music to punctuate 
jokes. | think Dom was also the only person who submitted a theme for 
Scrooge McDuck that didn’t involve bagpipes. 


DOMINIC LEWIS: Because of the adventure aspect of the show, | wanted to 
tackle the “adventure Scrooge” theme first. | sat at the piano, and | remem- 
bered a theme that I’d written while in college in London. | never finished it, 
because | could never use it, because it was a very 1980s adventure kind 
of thing. There was nothing | was working on that warranted it, because 
everyone was always looking for cool and fresh and modern and electronics. 
But then starting DuckTales, | remembered that piece and developed it into 
a swashbuckling adventure thing. Then | worked on the theme for Huey, 
Dewey, and Louie, and | wanted to go the other way and use more band 
instruments and have it be something a little younger and simpler and more 
of a motif than a “theme” theme. 

And there were so many other themes throughout the show. Because 
of the images and because of how great the show was, it was very easy 
for me to write themes and for them to work, because the characters were 
so strong. We were all on the same page. It’s very rare to get the chance 
to be able to sit down at a piano every week and go, “Oh, | need a new 
theme today.” That’s awesome. And then by the end of the series, I’ve got 
seventy-plus episodes of development and play with those themes. | made a 
very conscious effort not to do what they did on the original DuckTales and 
reuse stuff. | wanted every episode to have its own feel, avoiding that sort of 
needle-drop aspect, which they did for budgetary reasons. With modern-day 
samples, | was able to create different sound worlds for different episodes. 


FRANK ANGONES: Matt was not a big fan of musical numbers, but one of the 
things that turned him around was just how good Dom was at writing funny 
pastiche songs. Dom really helped our case, when no one else really did, 
when it came to musical numbers. 


DOMINIC LEWIS: When | was hired, they didn’t realize what a closeted song- 
writer | am, but that’s how | started: with big dreams of being a rock star. 
They eventually started throwing it to me to write songs, and requests kept 
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happening as the seasons went along, which was great. | just adored writing 
the songs on the show, from Beaks’s dubstep song to Lena’s training-montage 
song, as well as Double-O-Duck and the song that Donald sings to Daisy. 


FRANK ANGONES: Dom was also the person who demanded that we put some 
horns back into the theme song, because how dare we remove the horns. 


MATT YOUNGBERG: We _ had 
done our updated version of 
the theme song with Michael 
“Smidi” Smith, a music pro- 
ducer and composer, and he 
did an amazing job. Felicia 
Barton did the vocals for it. 
And then when we hired Dom, 
we had Dom come in, and we 
played him the theme song. He 
was like, “I love it, but it’s got 
to have the horns. Can | do a 
little pass?” 
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DOMINIC LEWIS: | said, “You 
can’t change the chords in the bridge. You have to keep the same chords, 
because the changes are great. You've got to get them in there.” They had 
changed them because they thought it might feel dated, but | managed to 
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Writers’ “mystery board’ illustrating character relationships. 


get my way. And then they brought me on to do string arrangements and 
the orchestral side of the new main theme. | pushed so hard to get horns in 
it, but | didn’t get them. | did get the lines in on strings, and that was the 
compromise. When the series started, the original composer of the theme, 
Mark Mueller, came up to me and said, “I heard that you were the one that 
kept the chords in the bridge. Thank you so much!” 


MATT YOUNGBERG: And he was 
right. It sounded great with just 
a little tweak. And he did that 
because he’s a huge fan. It’s 
the same reason we all fit into 
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come at it fresh every episode 
and create something cool and 
different each time, having 
the themes and orchestrations 
as our grounding pegs. | think 
that’s why it’s so successful, because it was treated on a per-episode basis. 
Television series generally do not get that amount of music. Working on 
DuckTales was like working on a movie. 
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FRANK ANGONES: When it came to casting, we wanted to audition everybody, because we were 
building a family sitcom. We auditioned traditional voice actors, kids, teens, and actors who 


could sound like kids. With the exception of David Tennant, all of our main cast auditioned. The 
one advantage that we always had in casting the show was that everybody loved DuckTales, 
was super excited, and was willing to audition to be a part of it. We wanted a big cast who could 
jump off of each other’s vibe. The issue with trying to achieve that in animation is that most 
animated shows don’t record all together anymore. There’s not a lot of opportunity for the cast 
to feel improvisatory or like everyone’s in the same room. So our big priority going in was casting 
people who could feel spontaneous bouncing off of our voice director, Sam Riegel, feeding them 
lines. We wanted people that felt like they could bounce off of each other really well if they were 
actually together. Naturally, we ended up with a lot of improv actors. 
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FRANK ANGONES: One of the central themes of DuckTales is risk versus re- 
ward. It was getting to the core of what we know as Scrooge from not just 


the original series but also the Carl Barks comics, and very much from Don 
Rosa’s seminal work, The Life and Times of Scrooge McDuck. \t’s the idea 
that Scrooge can succeed because he’s willing to risk anything, because he’s 
so hyperconfident in his abilities that he knows that if he lost all his money 
tomorrow, he could roll up his sleeves and start again from scratch and 
figure out a way to get it back. So the interesting thing to do with a character 
like that is figure out the one time that he sacrificed something he couldn’t 
earn back. And then we needed to put that in context to his relationship 
with Donald, because we knew we wanted Scrooge and Donald to have a 
contentious relationship. It’s fun to have Donald be contentious. That's what 
he does. 

We knew we wanted a Scottish actor to play Scrooge. That was our 
big thing. We didn’t want to have someone doing a Scottish accent. We 
wanted an authentically Scottish actor. David Tennant was our first choice 
for Scrooge. And he was as amazing as we all thought he would be. 


DAVID TENNANT: Scrooge McDuck is part of the cultural furniture of our 
lives, but | just knew him as one of the ensemble of characters in the 
Disney universe, specifically in the Donald Duck corner of it. | was aware 
that he was a Scottish character—the clue’s in the name and the slight 
stereotyping of Scottish people being mean. And l’d been aware that he 
had been portrayed with a Scottish accent before, and that they had come 
to me because | had that accent for free. This wasn’t just another voice- 
over gig. This was something that people were very excited about and was 
going to have an impact. I’d done animated characters before, but there’s 
something about performing one of those heritage characters that does feel 
a little bit special. 


FRANK ANGONES: We had listened to a lot of different actors and a lot of 
different voices. Casting David as Scrooge was not only a performance thing, 
because we knew he would hand in a tremendous performance, but it felt 
like we were planting a flag. We thought that when people heard David 
Tennant was playing Scrooge McDuck, people would know what that meant. 


“Oh, that’s what they’re doing. This is a quirky, smart adventure show.” 
The idea was to bring some of that pathos and comedy and likability to this 
traditionally cantankerous character. 

One of the big moves we made with the Scrooge character, which we pulled 


from the Don Rosa comics, was that the reason he cares so much about the 
money and his treasures was because each one reminded him of a life expe- 
rience and an adventure. In our show, Scrooge is a treasure hunter, inasmuch 
as experiences are a treasure, and he delights in finding new and impossible 
challenges that no one has ever found or discovered before. And David just 
immediately embodied that. Luckily, he was game to come in and play. 


DAVID TENNANT: The first time | read a full script, | realized that the writing 
had layers and depth to it and was clearly written with an enthusiasm which 
you can just taste. The jokes were really clever, and the plotting was much 
more complex and exciting and thrilling than it needed to be, if it just wanted 
to be written off as a nice, diverting kid show. The writers treated it as a 
serious piece of work—and | use the word serious advisedly, because of 
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course it’s shot through with silliness and fun and imagination and creativity. 
Even before | spoke to Frank or Matt, or anyone who was involved in it, just 
in that reading of the first script, | thought it was a quality piece of work and 
something that people had invested a bit of their blood in. You could get that 
sense from the page. 

With everything, it’s script based for me. It’s that first episode, where he 
has to go on a bit of a journey from an impenetrable, inscrutable Ebenezer 
Scrooge type to something that can be punctured. The nephews come, and 
they puncture this carapace. They never completely scratched it away, but 
he was definitely someone who was very steady, stoic, and entrenched in his 
worldview, who had to reexamine what that was. That was very much the 
character that | got from that first episode, and that was the character that 
consistently went through it. | think he softened as the years went on, as that 
was the journey that the character went on. The Scrooge of the end of the 
series is a more accessible character than the rather flinty, difficult character 
that appeared in episode one. He went on a journey alongside his nephews 
and Webby, and they allowed him to find a warmth and sensitivity. 
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FRANK ANGONES: Donald is the caretaker for Huey, Dewey, and Louie, and he 
doesn’t want to take any risks, because who gets stuck with all the bad luck? 
No one but Donald Duck. The world has treated him terribly, and he wants 
to protect these kids from something else bad happening. 

We brought back Tony Anselmo as Donald Duck, and he had a new set 
of challenges in this show. The gold standard of humanizing Disney’s classic 
big five characters was A Goofy Movie, the spinoff of Goof Troop, and what 
Bill Farmer did with Goofy. He made the silliest character of the main five 
into the most compassionate, relatable, heartwarming dad character and 
was incredible. We wanted to do that for Donald Duck. 


MATT YOUNGBERG: The deepening of Donald’s character came through his 
interactions with the other characters. | think that was a really important 
part of evolving Donald for the show. Bringing as much emotional depth out 
of that very specific performance as possible was the goal. Donald is an icon, 


and the inspiration for our take came from the comics. Donald in the comics 
is a different character, and our goal was to hew closer to the tone and the 
relationships in the comics. 

It’s funny, but one of the hardest character design nuts to crack, even 
though it feels like he shouldn’t have been the hardest, was Donald Duck. 
When you look at our lineup, Donald is probably closest to what he looks 
like throughout the years, but when you have a character as iconic as Donald 
Duck, you can’t go too far from his original design, or it’s the uncanny valley. 
As you're trying to change Donald Duck, if he’s not still Donald in some way, 
he’s broken. He doesn’t look like Donald Duck anymore. And so that was one 
of the big challenges. The whole idea was how to make it a little bit more 
dynamic for an action-adventure series. That’s when his legs got a little bit 
longer and straighter, and his shapes got a little bit more dynamic. But at the 
end, he was still Donald Duck. 
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FRANK ANGONES: Huey, Dewey, Louie, and Webby, in the original show, were 
all voiced by the incomparable Russi Taylor. Traditionally, they had been 
interchangeable, and Russi had done slight vocal variations for them, so you 
could tell which were which, but they weren't as defined vocally as far apart 
as we needed them to be. And so that became a big part of the casting of 
the boys. In terms of performance, we were always most concerned with 
who could make the lines the funniest, naturally, and who could carry the 
emotion of the scenes. And for Huey, Dewey, and Louie, that was Danny 
Pudi, Ben Schwartz, and Bobby Moynihan. 

Danny Pudi was just naturally Huey. From Community, we knew that 
he could do the nerdy thing. But he did the opposite of what he did on 
Community, which was amp it up to eleven, as opposed to being super dry, 
and he really let Huey’s neuroses spin out, which was super fun. 


DANNY PUDI: When | heard that there was a reboot, | was very excited. 
| actually watched the show as a kid, with my siblings, was a big fan of it, 
and the Disney Afternoon meant something to me. | remember meeting with 
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Frank and Matt, and | loved their script. | thought it was so fun and smart. 
| think it kept the spirit of the original series, but it was doing its own thing. 
This was the first voice-over that | had auditioned for and got, and so that 
felt so exciting to me. The character itself, Hubert, definitely spoke to my 
soul—his spirit and his love of adventure, family, maps, schematics, a good 
plan, and sugar. | can relate to all of that. 

There’s a frenzied nature to Huey. He’s very excitable. He has a thirst 
for knowledge and adventure, he loves a plan, but uncertainty is definitely 
his biggest fear. | was really excited to play this character who definitely 
can be an expert and can be the one that is the most mature—by less than 
one minute. He’s the oldest, and he uses that to be in charge. But he also 
carries a Junior Woodchuck guidebook in his hat, and without that, he’s in 
serious trouble. | love that messiness of Huey. He’s really tightly wound, 
and he can spin out very quickly if things don’t go according to plan. 
And his brothers don’t make it easy for him. The fun thing is that they’re 
constantly trying to differentiate themselves and figure out who they are 
individually, as well as within the group. 


MATT YOUNGBERG: With Huey and Louie, we had a very clear path on how 
we wanted them to sound. But with Dewey, there’s this real challenge: if you 


don’t get the right actor, he’s going to come across as just the “cool guy” 
and not somebody with more depth to the character than that. He’s some- 
one who desperately wants to be the cool guy but isn’t. When we had Ben 
Schwartz audition, we had him try all three of the kids. When he did Dewey, 
it was a different take than even we were expecting, but in a good way. 


BEN SCHWARTZ: When | saw the email about auditioning for DuckTales, | 
immediately wanted to do anything | could to be a part of it, because it 
meant so much to me as a kid. The Disney Afternoon was enormous in my 
life, and this was the crowning jewel in it. | wanted to be able to usher that 
in for a different generation. 


THE ART OF DUCKTALES PREPRODUCTION 031 


FRANK ANGONES: We had already written the two-part pilot before we did any 
of the casting. Originally, Dewey had way more of a chip on his shoulder, 
because he had the arc of the first season feeling like he didn’t fit in and then 
confronting Scrooge about the truth about his mother, Della. So he ended 
up feeling a little bit more like the bad boy and didn’t have that much of a 
comedic angle. But then we heard Ben’s take on it. | think the script said, 
“Dewey sings his own adventure music,” and Ben Schwartz improvised it. 
Suddenly, everything about it clicked into place. | went back and completely 
rewrote most of the Dewey stuff in the pilot with that attitude in mind—that 
he’s just a weird cross between a glory hound and a theater kid. Dewey is 
impossibly insecure, but he’d never admit it. 
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FRANK ANGONES: Louie was the hardest of the three nephews to cast, be- 
cause everyone who auditioned for Louie made him come off as a selfish 
jerk that you wouldn’t like. We brought in Bobby Moynihan, and Bobby 
was the only person, over hundreds of actors, where | was like, “Now he’s 
a stinker.” He wasn’t a jerk. He’s fun, and a little bit of a con, but he’s 
charming about it. There’s just something so inherently likable in Bobby’s 
voice. Louie’s the car salesman always trying to pitch you on a bad idea, 
or the guy who would try to talk his way out of a mummy attack—and that 
became an episode. 


BOBBY MOYNIHAN: | often get cast as sweet characters. The first drawing | saw 
of Louie, at the audition, was him in the hoodie, with the card in his hand, and 
| remember thinking, “Oh, that’s me.” When | saw that picture, | thought, “Oh, 
he doesn’t have a care in the world. Huey’s the adventurous one, Dewey’s the 
cool one that people like, and Louie is just like, ‘Il don’t care, I’m gonna be rich 
someday . . .’” To me, he was less a jerk, or even greedy, but more just “I don’t 
have to worry, because why should |? I’ve got it made.” That was super freeing, 
because | never get cast as anything like that. Louie had that confidence but 
almost didn’t care, because the confidence came from not knowing that he 
actually needed it. He was very street smart but heart stupid. It was fun to play. 


FRANK ANGONES: | really wanted to incorporate Webby as one of the trip- 
lets—making her the “fourth triplet,” so to speak—to have an awesome en- 
try point for girls to the property. Casting Kate Micucci came very naturally. 
Kate had that level of enthusiasm, but she brought a warmth to it, because 
we didn’t want Webby to just be the super-excited girl all the time. Kate 
brought a natural sense of self-consciousness and insecurity to this girl who 
had spent her whole life in a mansion and knew everything about history, 
Scrooge, and adventuring but knew absolutely nothing about social norms. 
Webby wasn’t shameless or awkward about it—she just really wanted to fit 
in. Kate brought that vulnerability. 
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KATE MICUCCI: When | read the copy for the audition, | knew exactly what 
| wanted to do with it. It was such a funny and cool character, and | knew 
in my gut that it was special. Webby is amped. | would never in a million 
years record her while sitting down. | had to be standing up and moving, 
and my arms were flailing, because she’s just pure energy and enthusiasm. 
She wants to be a part of what the guys have going on, but she’s also got 
real interesting stuff happening in her own life. She’s earnest and means 
only good things, is the most highly skilled and trained, and is just excited 
about everything. 
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FRANK ANGONES: Toks Olagundoye as Mrs. Beakley just floored us. She was a 
suggestion from casting, and she perfectly captured our need to have some- 
one who was fun, insanely stern, and could kill you with a word or a look. 
Toks came in and just leveled that recording booth. She had that character 
in her pocket, ready to go. 


TOKS OLAGUNDOYE: |’m glad that’s what it seemed like! I’m a bit of an in- 
trovert, and | tend to be a little stoic when | first meet people, which | think 
lends itself to an image—which is not always accurate—that | absolutely 
know what I’m doing. I’m just really silent because | have no idea! When | 
auditioned, | remember thinking it would be nice to be in a Disney cartoon, 


and that the description of the character had Helen Mirren in it. | think | 
brought a lot of my grandmother into it, because that’s who | pictured. My 
grandmother was a formidable Norwegian woman who was very strong, very 
capable, and was in the Resistance during World War II. That, to me, fit the 
description of Mrs. Beakley. And so the posture and depth of voice that | gave 
her was my grandmother’s. 

| loved any of the times that Beakley had to get out there and be physical 
and save people. That always gave me my own little personal thrill. Webby 
is my favorite character, so | always was very touched by their interactions 
and by how she tries to take care of her and how she doesn’t want Webby to 
be like her, but Webby’s just going to be anyway. 


FRANK ANGONES: The biggest challenge that we had, at least in terms of de- 
fining the character, was Launchpad. We were clueless. And the funny thing 
was, everybody wanted to audition for Launchpad. Anybody who we called 
in for anything else said, “Can | also audition for Launchpad?” The only thing 
that we knew we wanted is that we didn’t want it to sound exactly like the 
original Terry McGovern voice, because we wanted to provide some kind of 
evolution. But that character is so indelible that everybody came in and just 
did that version. There were a couple of people who brought an interesting 
take to it. But there were two people who came in and totally nailed it—Beck 
Bennett, who we went with, and Bobby Moynihan. What a great problem to 
have, because we had Beck to put in for Launchpad and knew he’d nail it, 
one hundred percent, but we needed Bobby to play Louie. 
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BECK BENNETT: The voice kind of came to me. | had watched DuckTales 
growing up, and | had an impression in my mind of the attitude. | picked 
a voice that | could easily go into with full enthusiasm, which works for 
Launchpad. He’s just such a puppy dog. 


FRANK ANGONES: In our series, Launchpad is not the swaggering Launchpad 
of the original series who wants to be a hero. Launchpad is the guy who is a 
hero and inspires other heroes. There’s the family element of DuckTales, and 
then there’s the adventure element of DuckTa/es. Launchpad is the beating 
heart and soul of the adventure element of DuckTales. 
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MATT YOUNGBERG: What we needed to do with the pilot—not just storywise, 
but legacywise—was to say why we were DuckTales. Not only what makes 
this DuckTales, but also what makes this “new DuckTales.” We had to be 
able to do both of those things. By the end of the pilot, we had to be able 
to say, “That’s a DuckTales episode!” but it had to feel fresh and new and 
different than what the original series was. That was the big challenge of the 
overall approach. But the challenge as an episode is that it was a million 
characters, doing big things, and fitting all of that into an episode. 


FRANK ANGONES: This was our thesis statement on “This is what DuckTales 
would feel like if DuckTales was made today.” So it’s taking all of the things 
from the Carl Barks stories, using the original series as a guidepost in terms 
of what that adventure would feel like on television, and updating it for a 
modern audience. And also introducing a frankly insane concept for a show 
if you have no previous knowledge of Scrooge, or the kids, or Donald. Maybe 
we don’t have to introduce everything about the setup to our show, but 
instead use some of that as backstory and mysteries that we can solve later. 
And then also the big thing, aside from being an adventure show, was having 
it be a family comedy, explaining not just the circumstances but also the 
character dynamics. It was a lot of plates to spin while still being a rollicking 
DuckTales adventure. This is my favorite episode of the show. 
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SEAN JIMENEZ: I’m a car buff. One of the exciting things to me is that | had 
a chance to do cartoon versions of really specific cars from Europe, because 
it’s justified and validated in terms of story. It goes back to the Hergé influ- 
ence, where you reference something from real life. 
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SEAN JIMENEZ: Matt really wanted to make sure 
that Scrooge’s mansion was not ostentatious, so 
it was like, how do you do that? And so the scale 
of it on Killmotor Hill is based on Hearst Castle. 
The exterior of the mansion is based on Schloss 
Roxburghe, in Scotland. 


SEAN JIMENEZ: The interior of the mansion is based 
on Skibo Castle, which was Andrew Carnegie’s 
vacation home in Scotland. 


FRANK ANGONES: We seeded the entire series on 
Webby’s “mystery board,” as we affectionately 
lamad (exe i ges Es Se called it. It’s the first time you see our design 
for Gladstone Gander. There’s “Who is D.B.?”— 
f which is the Duke Baloney episode from season 
2, and the “GiGi” is for Goldie O’Gilt, to say 
there’s some connection between Glomgold and 
Goldie. As for the “22 + 1400 = 87?” equation, 
22 is Agent 22, which is Beakley. The Roman 
WP ie = : i numeral for 1,400 is MCD, which is Scrooge 
Meh ene =- McDuck. And then all of that equals 87—which 
7 is Project 87, which turns out to be Webby. So, 

Webby is the sum of Beakley and Scrooge. 
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EPISODE 2 


FRANK ANGONES: |’m always very thankful that we were able to do the two-part premiere, where 
“Escape to/from Atlantis!” was also a part of the premiere, because it gave us a little bit more room to 
breathe and define the globetrotting side of the show. “Woo-oo!” was always meant to introduce the 
Duckburg side of the show, and then this was our thesis for the globetrotting part. 
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We love our booby traps on DuckTales, so this was us doing a classic booby-trap, temple-treasure 


adventure. And our twist on it was, well, the temple is upside down. All of the buzz saws are on 


the ceiling, so it’s the easiest adventure of all time. And that really got our brains thinking. One of the 
most fun ideas to crack was the upside-down-bridge room, and figuring out the mechanics of how those 
right-side-up traps would work upside down. It was finding the ways to execute these off-the-wall ideas 


in service of story. All Dewey wants is to go have a huge, crazy adventure, and all he gets is a lame, 
weird adventure. 


MATT YOUNGBERG: The idea behind the sub was 
that if Gyro was creating vehicles, a lot of times 
they’d have an animal theme. So if you’re in a 
sub, and if Gyro’s designing it, it would probably 
be a fish. 


SEAN JIMENEZ: And if it’s going to be a fish, what 
kind of fish would it be? And being a Disney nerd, 
this is actually referencing a ride vehicle from 
Tokyo DisneySea, where you get into a sunfish, 
and it has the porthole. 
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SEAN JIMENEZ: For the Glomgold architecture, we landed 
on the idea that he’s stuck in the eighties, so | immedi- 
ately thought of Michael Graves. For Glomgold’s general 
aesthetic, | actually had a mood board of Swatch designs, 
which informed the look for anything Glomgold. And when 
we were working on Scrooge’s office building in the down- 
town district, it’s reminiscent of the dawn of the Industrial 
Revolution. It has very beautiful architecture. 
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SEAN JIMENEZ: The boards for this scene of Dewey dancing across the 
bridge were awesome. Matt did draw-overs, and Dana Terrace animated it. 


MATT YOUNGBERG: In the pilot, we set up the family, we set up all the back- 
story, we had a big adventure—all the things that we needed to pack into the 
pilot to sell it as “This is DuckTales.” And now that we've established that, 
and the family is together, what is the new normal for this family that just 
came together? What's the regular day-to-day feeling going to be? And that’s 
where this episode came from. 

This story was our chance to feature Webby. What is her life like now, 
and who is Webby? We got into it a bit in the pilot, but this was her chance 
to really show what she could do. 

We also used this episode to establish what Donald’s superpower is in 
the show, in terms of why he was such a great adventurer. We saw glimpses 
in the pilot, but in this episode, we see Donald fight for the first time. The 
reason Donald is such a great adventurer is his berserker rage, where if he 
got mad enough, no bad guy could go toe to toe with him. 
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res e SUZANNA OLSON: Donald putting out the 
fire, by storyboard artist Jason Reicher, 
is one of the greatest board sequences 
mevision Hotes in DuckTales history. It put him on the 


map for being our go-to Donald guy. 
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SEAN JIMENEZ: When we were looking at the original Beagle Boys from the Carl Barks comics, they were all exactly the same. For our show, it was just like 
our approach to Glomgold—you want to really push the silhouette of the group. That’s even more reason for the big, medium, and small. 
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FRANK ANGONES: This is an Emmy Cicierega storyboard. We mentioned Jason Reicher, 
and | think, in an interesting way, those two board artists provide the farthest edges of 
the types of comedy that we do on DuckTales. Reicher does the classic physical comedy, 
and Emmy brings this very contemporary feel. You always know when Emmy has done 
a pass on a board. 


FRANK ANGONES: Outside of the pilot, this was our first chance to show what 
a globetrotting adventure episode would be. It was an idea we had as early 
as the pitch, which relates to our famous “no mine cart” rule: if we’re going 
to do a type of episode with a classic adventure trope that you have seen, 
we want to find a twist on it that you haven’t seen. So we decided to do a 
mountain-climbing episode—but the reason that no one has ever made it to 
the top is that the mountain is full of portals. And that became the through 
line for a lot of the types of adventures we told. This episode was important in 
showing not just how Scrooge was taking these kids on adventures, but how 
these kids were changing Scrooge and getting him to become a better person. 
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SEAN JIMENEZ: From a design perspective, when it comes to snow, you have 
this opportunity to make it very graphic, because it’s really just two values. 
You have the light of the snow and the dark of the stone. | was looking at 
pictures of Mt. Everest and, especially when you're up high, it’s a weird, 
otherworldly landscape where it’s just two values. And | really love that idea. 
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FRANK ANGONES: We wanted to establish all the major locations, and for Scrooge, the Money 
Bin is a huge location. We'd been doing character-focused episodes, and this was our chance 
to focus on Louie, and so it would make sense that it would focus on the money. It was 
also our opportunity to do our version of the Scrooge origin myth of him cleaning Burt the 
Ditchdigger’s shoes, which is from Carl Barks. | really liked the idea of having this kind of 
slamming-doors farce with Scrooge and his people, Louie trying to get the dime, and Gyro 
kind of wandering through. It was an opportunity to introduce some major Barks characters. 


SEAN JIMENEZ: The diagram of the Money Bin was a huge undertaking. We really wanted it 
to make sense. And it’s iconic. 


FRANK ANGONES: This is another great example of Sean’s team and the writing team working 
very closely together to figure out the practical needs for the episode, with Louie running 
around, and we knew the lab would be part of the bin. We looked up any existing blueprints 
of previous bins to see how they worked, and there was Don Rosa’s blueprint of the classic 


Barks cube, where all of the offices were on one side, and we're like, “Well, that’s an inter- 
esting solution.” 


SEAN JIMENEZ: | asked our background designer Valerie 
Schwarz to include a Scrooge painting that’s an homage to 
Steve Zissou from The Life Aquatic. | pushed a lot of little 
pop culture references into the backgrounds. That’s one of 
the things | love about being an art director—I can get these 
dorky little things in there. 
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SEAN JIMENEZ: The painting in the office was inspired by Diego Rivera paint- 
ings from the early 1930s. It’s like the industrial paintings in Rockefeller 
Center, because the whole idea is that Scrooge represents that kind of old 
way of becoming rich. 
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SUZANNA OLSON: There was a lot of 
back-and-forth to figure out what our 
version of Carl Barks’s oil painting 
style would be, for flashbacks, and 
we found an artist named Tim Artz 
who helped crack it. 


SEAN JIMENEZ: He’s in the Netherlands 
and had done cover paintings for the 
comics there. 


SEAN JIMENEZ: | stick stained glass windows everywhere | possibly can on 
anything I’ve ever worked on. It helps add a little bit of interest to something 
that could be very blank, and it also felt right that it would be in this special 
library in the Money Bin. 
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FRANK ANGONES: This is one of our rare A-story-only episodes, with just one 
big story, where cutting to another story would damage the feel and the flow 
of the main story. We knew we wanted to introduce dozens and dozens of 
Beagle Boys. And, just as the original DuckTales pulled in references to mov- 
ies that they loved, we wanted to pull in an action-movie reference that we 
hadn’t seen a million times before and we all really love: The Warriors. What 
if we did The Warriors, but instead of all the different weird, crazy gangs, it 
was different subsets of the Beagle Boys? And then combining that with a 
“kids surviving this one crazy night” story, like Adventures in Babysitting. 


‘Bhp —pnopt_ 4100-106 Beagle_pirthaay_ Massa 


Panel 19 


=— ‘Action Notes 
Action Notes turns t0 Lene 


Dialog 


MATT YOUNGBERG: Fabien Mense did the early designs of this cool, hip teen Diales wets 
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duck, and we all fell in love with them. We gave those to Tim Moen and had eee = 
him riff off them, but in our show style. ayiasen ines 
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SEAN JIMENEZ: We knew the junkyard was something 
that was going to come up a lot on the series, so we 
created these labyrinths and mountains of cars. We 
designed the cars so that we could reuse them 
as normal cars throughout the rest of the series. 
Then we made them junk cars and created modular 
towers out of them, and built the set that way. 


FRANK ANGONES: Writer Bob Snow has a list of 
hundreds of Beagle Boy names, and a list of 
forty Beagle Boy gang names, like the Fifth 
Avenue Meanies, the Sixth Avenue Friendlies, the 
Longboard Taquitos, the Deja Vus, and the Glam 
Yankees. Just a broad and weird set of names, 
and then it was put on the character design team 
to execute them, and they knocked it out of the 
park every time. 
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MATT YOUNGBERG: This episode was one of Sean’s biggest conceptual swings, 
and it paid off, perfectly. It’s crazy, because it looks so visually complicated, but 
Sean figured out how to simplify it in a way that was easy to replicate. And the 
backgrounds just worked. 


SEAN JIMENEZ: | knew we were going to go from the casino to some sort of magical 
realm. And it just dawned on me: What if it’s a house of cards, because it’s a 
casino? What if all the walls were made of cards, and then they’re hidden in 
plain sight through the whole episode? And then when Toad Liu Hai creates his 
magic spell, the house of cards falls, and what’s left is just a void. What makes 
it feasible is the cards are going to be repeated as a modular element. We drew 
one card, really, really high res, and then built our backgrounds with that one 
card, repeated. After we created the backgrounds, we added some variation. But 
throughout the beginning of the episode, in the casino, there’s a hint of the void. 
It feels like dramatic lighting, where you lose the outline of the ceiling, but that’s 
the void. So, hidden in plain sight, they are entering a magical realm. And just 
overall, all of the colors in the episode were inspired by the John Carpenter movie 
Big Trouble in Little China. 
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FRANK ANGONES: Scrooge has traditionally had all of these different million- 
aire and billionaire rivals. We hit on this idea that Scrooge is the constant, 
but every couple of generations, there is a different billionaire nemesis of 
Scrooge that reflects the worst parts of the culture at that time. So we set 
Rockerduck in the early 1900s, and he’s this inherited-money land baron. 
Glomgold was the greed-is-good guy who came to Duckburg in the eighties, 
who modeled himself on that conception of wealth. And then it felt like we 
absolutely needed to do a tech-bro billionaire, which would be a thing that 
Scrooge wouldn’t understand, or care to understand, at all. It’s the one thing 
that Scrooge and Glomgold would agree on: they both hate this new guy. 

It seemed like there was a lot of fun in doing a version of Die Hard 
where Nakatomi Plaza was this super-cool, chill tech-conglomerate place 
with beanbags and stuff. This is the first time that we really pitted two of 
the brothers against each other. It was really important that this internship 
would be a thing that both Huey and Dewey would want, because there are 
so few things both of them want, though here it’s for entirely different reasons. 


MATT YOUNGBERG: Developing Mark Beaks and his world, we thought, as 
a tech bro, he’s got to be in the cool, gentrified part of Duckburg, and that 
became Silverbeak. It had to contrast with the old-billionaire stuff of the 
Billionaires Club, so you get the sleek, clean look of Waddle’s headquarters. 


SEAN JIMENEZ: We were looking at clean, blank, and monolithic modern ar- 
chitecture. Which makes a cool aesthetic, because it’s so minimal. 
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MATT YOUNGBERG: The initial design passes for Mark Beaks 
were done by Shiyoon Kim, and they really set the tone. The 
only prompt we gave was that Beaks should be an African 
gray parrot, because those are the smartest birds in the 
world. And then Tim Moen took these really cool conceptual 
designs and honed them into the show style. 


MATT YOUNGBERG: A lot of the workers at Waddle were based 
on people on the crew, including me, Sean, Tapan Gandhi, 
Cameron Butler, and Jason Evaristo. 


SEAN JIMENEZ: And my wife, Brigette Barrager! 
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FRANK ANGONES: Going back to the “no mine cart” rule, the idea that you 
would find a civilization of mummies, and they weren't alive, but they were 
locked away and worshiped this all-powerful mummy king. More importantly, 
because it was a con, this was a good opportunity to do a Louie adventure 
story. A question we always had was: “Okay, how does Louie fit in?” In the 
pitch bible, for every main character, we had an answer to what they would 
do when faced with a giant mummy. Louie’s was a monologue about trying 
to represent the mummy as his manager, and promising to make him bigger 
than Tut. That was the generative thing here—how can Louie talk his way 
through “Is this a con, or is this real?” It also allows for a lot of great interplay 
with Louie and Webby—in the early days, we’d take any opportunity to pair off 
characters ideologically opposed to each other. And Scrooge leads a rebellion. ieep —pnaod100-109_LIVIHG_ OK oF FORI-RA ACT_2_CONFOME a 
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MATT YOUNGBERG: The original idea for this episode was: “What if people 
were still alive inside of these tombs, and created their own culture, without 
outside influence?” So, getting inside the pyramid, you discover that there 
was this huge advanced civilization that had been taken from ancient Egyptian 
culture but had blossomed from that. And the original idea was that it was 
a more advanced society, with their own versions of cell phones and hover- 
craft, so it was going to be this super-advanced society inside. But as we got 
into it, the story evolved away from that, because we needed to figure out 
what the challenge was, and the mummies being destitute works for the pur- 
poses of the story. It became much more of a cult-worship type of situation. 


FRANK ANGONES: It was us wanting to do a real classic DuckTales, to the 
point where we wanted to give everyone their DuckTales: The Movie outfits. 
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FRANK ANGONES: We really loved the idea of a runaway-subway story, and 
trying to find adventurous things to do within Duckburg. And we got to pair 
Huey’s point of view against Webby’s, focusing on Huey’s type A Junior 
Woodchuckness. In “Neverrest,” it was a positive trait, but here you explore 
that he does not like the unexplained. Huey wants to find an explanation, 
while Webby is in awe of the wonder and myth. She loves the lore and the 
legend of the Terra-firmians, and he believes that there’s a rational explana- 
tion for everything. 

It was also an opportunity to further develop Webby and Lena’s friend- 
ship, in that this is the first episode where we know that Lena is bad, and 
is using them. The audience is trying to figure out what Lena’s angle is, be- 
cause you can still see that Lena likes Webby. It was an interesting balance 
to try to achieve. 


SEAN JIMENEZ: This is our first of what | always called our “dark matrix” 
shows, which means the overall episode is in a really, really low key, lighting- 
wise. It’s a spooky dark ride palette. This is our first big foray into dramatic 
lighting, and how you can use a dark key to bring the drama, but it’s also a 
way of burying line work. You have to treat it like theatrical lighting to get 
things to read. The characters are in pools of light. The audience senses that 
there’s something there in the darkness. 


MATT YOUNGBERG: It was an interesting episode in terms of our design phi- 
losophy, of trying to take something complicated and then simplifying it. The 
shadows are covering so much that it gave a lot of drama to it. 


MATT YOUNGBERG: This subway car was the first time that we really explored 
the depths of the Glomgold branding. It became a gag throughout the series. 
| loved the ability of our background designers to find the character of the 
show within the backgrounds. It wasn’t just about giving you a background; 
it was about a story behind that background, and how our world and char- 
acters inform those backgrounds. I’m always a fan of little visual gags that 
add layers to the visuals and the jokes of the show. 


SUZANNA OLSON: Background artist Paul Tsui thought of a lot of the fun 
subway-poster ideas and slogans. He was very creative when it comes to those. 


SEAN JIMENEZ: There’s a “Sean’s Do’s & Donuts” ad that’s making fun of me 
for what is apparently my legendary “do’s and don'ts.” 


SEAN JIMENEZ: This was the intro- 
duction of Webby’s style of drawing, 
which was done by Melanie Atwater. 
We weren’t going to add another hat 
on top of all of Webby’s other hats by 
making her a great artist. She’s got to 
have a more childlike style, but also 
clean and clear, so that the audience 
gets everything. Melanie cracked it. 
It’s super charming. 


FRANK ANGONES: Webby’s adorable 


little legend of the Terries and the 
Fermies is the actual Carl Barks story, 
peppered with the original DuckTales 
episode, “Earth Quack.” 
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MATT YOUNGBERG: The idea of the Terra-firmians looking really scary, but in 
reality they aren’t scary, meant we had to accept that we were seeing them 
through the eyes of the ducks. So when you see them and they’re all lit up 
and scary, it’s the kids’ imaginations playing that up, because when they 
walk into the light, they’re these dumpy little cartoony characters. 

And they're these rocks, but they act like modeling clay, so they can roll up 
into balls and roll around so you don’t see their faces or their arms. Mobility 
was something challenging to figure out with them, like how they unfold. 
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TERY AT 
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"EPISODE 11 


SUZANNA OLSON: After everything in the previous episode, we were getting to 
a point where we needed less assets in an episode. So | made the request to 
Frank to do a “bottle episode,” to try to keep it small. 


FRANK ANGONES: This episode is where | discovered the myth of the bottle 
episode in animation. A bottle episode is a television episode that takes place 
in one location, so it’s easy on production. That is a lie in animation. It was 
very hard to write, because we were juggling all of these different characters, 
trying to keep it engaging, and doing a locked-room murder mystery. 


MATT YOUNGBERG: You think it should be uncomplicated, but now we have 
to figure out literally every angle of this room. We thought the main hall 
would be best because that’s the biggest and we'll be able to fit everyone 
in, and it’s one that we've kind of worked out already. But when you start 
shooting every single angle of that room, you realize how little design cov- 
erage of that room you have, so the backgrounds become very complicated. 


FRANK ANGONES: John Aoshima did an amazing job directing this episode, 
with Colleen Evanson writing it, and those two did a ton of work. And so 
did the board team, to make this as dynamic as humanly possible, just 
figuring out every inch of this one room in the mansion, and figuring out 
how to be able to stage it so that you can get seclusion while you’re still 
locked in this room. 


SEAN JIMENEZ: It was a positive, ultimately, for forcing us to dive deeper into 
the mansion’s geography, and adding more reuse locations in order to do it. 
It seeds the rest of the series, because in development, you don’t really have 
that much time. In an ideal world, you’d be in development for a year, where 
you’re building all this stuff out, but you can’t do that. So for the mansion, 
you have to build it one episode at a time, making sure that the board artists 
reuse what’s there from the previous episodes, and then maybe adding ten 
percent new material. And then, by the time you get to the second season, 
you have enough of the mansion figured out that you can reuse it a lot. 


MATT YOUNGBERG: It was a fun episode. It turned out really, really good. But 
there’s no such thing as a truly easy episode of animated television. And if it 
is easy, you’re doing your job wrong. 
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FRANK ANGONES: This was our introduction of Duckworth, who is 
a classic character from the original series, not from the comics. 


MATT YOUNGBERG: We knew from the very beginning what we 
wanted to do with Duckworth. We knew he was dead, and that 
we wanted him to come back as a ghost. 


FRANK ANGONES: We love the idea of Duckworth being such 
a dedicated butler that, even in death, he continues to serve, 
and to know exactly what’s right for Scrooge, whether Scrooge 
wants it or not. 
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FRANK ANGONES: The network thought it would be fun to do a sports epi- 
sode, and we thought golf would make sense. Particularly the idea of see- 
ing Scrooge not be good at something, and coming off of “Escape to/from 
Atlantis!,” continuing the Dewey/Scrooge mentorship story line. It’s the story 
of a parent playing a game against their kid, and then that one time the kid 
starts beating them, and how does the parent process that and continue to 
be supportive? Also, the notion of mystical golf seemed like a lot of fun. 


MATT YOUNGBERG: It was Scrooge getting so frustrated at not being good that 
he becomes more of the selfish Scrooge that is core to his original personal- 
ity. But then, being true to the core of our DuckTales, he had to let go of his 
selfishness and anger and allow his family to succeed where he can’t. 


SEAN JIMENEZ: | called my Scottish brother-in-law, Fraser, and told him that 
we were doing a story where they go to a seaside area of Scotland for a 
golf tournament, and was there a cool place, maybe ruins, that he could 
recommend? He suggested Dunnottar Castle, and it was perfect. If you look 
at the place, it’s pretty close to what we did. He also called my attention 
to the Callanish Stones. It’s notable that a lot of this episode comes from 
research of real places, and then we built our fun, whimsical story around 
it. We used color to signify that they’ve moved from the real world and into 
the weird hyper realm, with heightened purples to offset from the more rich 
greens of Scotland. 


MATT YOUNGBERG: | have a lot of love in my heart for this episode. Visually, 
| love what we did on this show, using the mists as a way of covering the 
difficulty of the locations, a little bit, but also as this design element that 
made it just so gorgeous to look at. 


SUZANNA OLSON: Sean's “do’s and don'ts” for our show style tried to stay 
away from atmosphere, like fog and glare, but we broke the rules in this 
episode, because it felt appropriate. When you add those layers of fog and 
atmosphere, it adds complexity to the animation, to the retakes, but it was 
absolutely worth it for this. It needed it. So we broke our typical Barksian 
comic style to add those effects. 


MATT YOUNGBERG: And it was one of the only times we broke our “no atmo- 
sphere” rule. The color styling that made this feel so otherworldly was also 
something super beautiful. This is one where the backgrounds stand on their 
own as gorgeous pieces of art. 
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EPISODE 13 


SEAN JIMENEZ: The design of the island is very Carl Barks, in that we tried to 
have a single element that draws your attention, and that was the temple. 
When | think of something grand, it’s going to be up high. So let’s put this 
temple that they’re trying to reach up at the highest peak possible. It’s echo- 
ing McDuck Manor, on the top of the hill. There’s a symmetry. 


MATT YOUNGBERG: | love Greece and Greek mythology. | lived in Greece for 
two years, and | speak Greek, so | loved being able to bring in some of that 
to this series. 


FRANK ANGONES: We love the idea that Scrooge used to vacation on an island 
full of Greek gods. The island of Ithaquack was a reference to a city from 
the original DuckTales episode “Home Sweet Homer.” The two stories of this 
episode are that this is a place that has history for Scrooge and his family, 
but it’s also a place that Della had visited, and that became a big deal. We 
established the Spear of Selene in “Great Dime Chase,” and Dewey thinking 
that it must be an artifact and that the Temple of Heroes has the spear in it. 
And by researching his history, he’s researching his mom, but also address- 
ing that notion of “you may not like what you find.” He has this picture of 
his mom in his head. But because he’s never known her, what if that picture 
doesn’t match up with what the truth was? Did his mom betray Scrooge? Did 
his mom steal something? Did his mom cause all of these things? And having 
to reckon with that as they’re going through this bizarre temple became a big 
emotional touch point for the story. 

And then on the other side of that story, we wanted to give Donald a 
history with some characters. Donald is so curmudgeonly and pessimistic, so 
let’s pair him with our single most optimistic character possible, who could 
also physically damage him all the time. And so the notion of Storkules, 
Donald Duck’s best friend and bosom chum, was born. 
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SUZANNA OLSON: The Greek vases were such a fun way to give background 


and tell a story without doing the traditional montage. As an art history nerd, 
| loved that device. 
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MATT YOUNGBERG: One of my favorite things became to try and figure out __to figure out how to make them work. This Zeus was so much fun for me 
how to put an Emmy Cicierega storyboard on model, because she would do _ because it was like, “How far can we push this? How big can we make these 
these faces that break our design completely but are so funny that I’ve got expressions go to make hers match?” Her drawings are so good. 
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FRANK ANGONES: We've done all these adventures with Huey, Dewey, and 
Louie being thrown into big adventures, but part of the show was making 
sure that they were kids. So this episode focused on Huey, Dewey, and 
Louie. We wanted to give a showcase for each of them. For the Huey story, 
we really wanted to do a Junior Woodchuck story, which we hadn't done 
yet. Huey is desperate for brothers, and then two Beagle Boys show up and 
realize that they had been mistreated by their brothers. 


FRANK ANGONES: We loved Doofus. Doofus is so upsetting in all things. SUZANNA OLSON: Doofus elicits a visceral response, to see just the gross 
amount of wealth, and to see what a child would do with it. 
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FRANK ANGONES: We loved Dewey Dew-Night! so much that it became a 
FRANK ANGONES: The reveal that Doofus’s butler and maid are his parents conceit that we brought back at least once a season, and we did a whole 
is just so weird. bunch of shorts about it. 
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v EPISODE 15 


MATT YOUNGBERG: While the script came pretty easy, technically this was a 
very difficult show to pull off. There are a lot of moving pieces and a lot of 
new things. We had the Darkwing Duck opening, as well as the introduction 
of Gizmoduck, a race, and then a chase. It was hard. 


FRANK ANGONES: One of my best friends since college, when this episode 
came out, said, “At Frank’s funeral, there will not be a eulogy. They will show 
this episode of television, and it will tell you everything you need to know 
about the man.” The advantage of being the head writer of a TV show is you 
get to pick which episodes interest you and you want to write, and you get a 
lot of carte blanche to do what you want to do with them. We planned that 
when we did Gizmoduck, we were going to throw Darkwing in there, and it 
would be a Launchpad-focused story—which was revolutionary, because we 
hadn’t really done an adult-focused story that wasn’t ultimately about the 
kids. | didn’t know if we were going to get more than one season, so | knew 
that we should do this and have faith that we would know how to execute 
it. And if this wound up being the only season of DuckTales, | wanted to be 
able to say that we did this. 


Dialog 


Dialog 
 DAREWING DUCK (CONT'D) 


aangerous. 


MATT YOUNGBERG: The Darkwing opening ended up being not too difficult, 
because | gave it to Ben Balistreri to design and storyboard. 


SEAN JIMENEZ: Ben is one of the best character designers in the industry, and 
he’s also a director at Disney and a hardcore Disney Afternoon fan. 
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MATT YOUNGBERG: The chase at the end was the big set piece, and we needed 
to figure out how to manage it and make it something that wasn’t going 
to break the bank in terms of the locations. We figured out a really smart 
system, because it starts on the track, and then as it becomes the chase, it 
goes into a ravine. And so, essentially, it became just a couple locations. But 
within that, the difficulty came from there being a lot of moving pieces—a 
car chase, a robot chase, all these painted backgrounds, and then you have 
these giant boulders at the top, toppling into each other. It was one of the 
hardest sequences we ever had to do, in terms of figuring it all out. 


SEAN JIMENEZ: It was about the complexity. For every solution we were try- 
ing to make, it presented its own intricate problems, and then we were 
constantly having to solve those problems. Solving the challenges is always 
exciting. Background painter David Cole and | were trying to figure out the 
zip pans, and | was like, “Maybe the zip pan backgrounds just look like 
abstract paintings? And because they’re strips, they almost look like strips 
of torn paper?” And David Cole got what | was saying and did the zip pan 
backgrounds like that. Our postproduction artist, Luciano Herrera, made 
sure it worked like it should in the final episode. 


Z' 


MATT YOUNGBERG: Redesigning Gizmoduck was a huge deal. Gizmoduck was 
a real key component of our show’s design philosophy. How do you update 
it to make it this cool action hero-looking suit of armor but still retain the 
uniqueness of what Gizmoduck is? It was a real challenge and process. One 
of the things | remember talking about is giving it a little bit more of the 
superhero proportions, with the big chest and arms, but then balancing it on 
this one wheel to be truly Gizmoduck. 


FRANK ANGONES: We had to do a Scrooge Klondike episode, given the his- 
tory of Scrooge, and this was the most interesting way, rather than doing a 
flashback, which we had seen before. We wanted to do something set in the 
present day. We also knew we had to do some version of Glittering Goldie. 
This was a great opportunity to do a story exploring what Scrooge felt like he 
lost, and building the exact right person for Scrooge McDuck to fall in love 
with—which was, of course, the exact wrong person for Scrooge McDuck to 
be in love with, but he just can’t help himself. We liked the idea of having 
her be the one person who can get one up on Scrooge McDuck pretty reli- 
ably. She is every bit the adventurer that he is, and she is the definition of 
being sharper than the sharpies. She is the only sharpie who is sharper than 
Scrooge McDuck. There was a little bit of Dirty Rotten Scoundrels in this, 
too, with the Scrooge-Glomgold-Goldie love triangle. 


SUZANNA OLSON: Goldie was a great evolution of the character, and one that 
we had a lot of fun with. 
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FRANK ANGONES: We knew we wanted to set an episode in Dawson. Anytime SEAN JIMENEZ: There was a lot of love thrown at this episode, and it turned 
we were hard up for an adventure location, Sean had reference of something he _ out beautiful. It’s one of my all-time favorites. It’s so gorgeous, and there’s 
had always wanted to explore and do. And so that was the inspiration for this. really great emotion in it. 


FRANK ANGONES: The Glomgold flashback se- 
quences were everyone’s favorite part of this 
episode. We thought that if all of Scrooge’s flash- 
backs would be done in this Carl Barks painting 
style, then Glomgold’s should be done in this 
awful, cheesy eighties pop-art style. It allowed 
us to see how Glomgold sees himself. The flash- 
SEAN JIMENEZ: When they’re in the cavern, | was pulling reference from an old Disneyland ride, _ backs were all designed by Tanner Johnson, who 
Rainbow Caverns. became a director on the show. 
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EPISODE 17 


FRANK ANGONES: This episode, written by Colleen Evanson, was originally 
called “The Beast beneath the Bin.” Prior to this episode, Magica had just 
been a silhouette, gaining power. But as the eclipse neared, her powers 
grew and got more impressive, allowing her to finally talk. Colleen became 
the go-to Magica writer, as she could really capture Magica’s pettiness and 
hatred. There is no amount of revenge that Magica De Spell could get on 
Scrooge that she wouldn't revel in. She loves being malicious and is gleeful 
in how evil she is. 

“What happens if some kind of mystical shark gets loose in the Money 
Bin?” is one of the original story premises we developed for the show. It 
forced us to reckon with what the dimensions of the bin were like. How big 
of a “high seas adventure” is this? 

This is also the introduction of the dynamic between Lena and Magica, 
and how Lena is a prisoner of Magica and is connected to her shadow, which 
is a play on the original DuckTales episode “Magica’s Shadow War.” The 
design of Shadow Magica is very similar to the black silhouette with red eyes 
from that episode. But we twisted it so the shadow is actually the person, 
and Magica is the shadow. 


MATT YOUNGBERG: Lena is having second thoughts about Magica’s plan, and 
what Magica expects from her, and how selfish Magica is. She doesn’t really 
care about Lena or how things happen, as long as her ends are met. 


FRANK ANGONES: This is very much the turning point for Lena, where she 
realizes, “Oh, | may actually like Webby.” 
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MATT YOUNGBERG: | think the most challenging part of this episode was the 
money shark, and how it would look, especially if it has legs, and figuring 
out how it moved, and how we can pull off something as complicated as a 
pile of money moving around. That’s why we set it at night, so we could hide 
it in shadows. So much of it is silhouette, and then using rim lights to carve 
out some coin shapes, so it retains that feeling of coins. 


SEAN JIMENEZ: It was supposed to be a real scary monster, but everyone was 
struggling to make it scary. 


MATT YOUNGBERG: The answer was the silhouette and how it moved on the 
land, being low to the ground and the spindly legs propelling it forward. 
We had Sarah Craig do some animation for it. She was one of our prop and 
character designers, but also an all-around amazing artist, and she figured 
out how to make this thing move really well. She became essential to the 
production of this episode. We definitely couldn’t have pulled it off to the 
level we did without her. 


EPISODE18 


MATT YOUNGBERG: This was our big spy episode. DuckTales, as a story ma- 
chine, can basically fit any genre. A spy genre episode was a given, especially 
since some of my favorite episodes from the original series were spy ones. 
But this one is different than just James Bond, and more of an old-school 
British 1960s spy show. That was a lot of fun to play with. 


FRANK ANGONES: One of the interesting things about working with Matt 
Youngberg, who has a big history in action-adventure cartoons, is if you’re 
going to pitch him something with robots or spies, he is going to have opin- 
ions and demand that it be different than every other version of that he’s 
already done. So there wasn’t a lot of James Bond to be had in this. Instead, 
we went for the weird British stuff, like The Avengers and The Prisoner. In 
terms of season one, this episode was the prototype for the promise of the 
show. It balances Scrooge and Beakley’s past with a story that is focusing 
on who Scrooge is now, in the present, with one of the kids. It’s a spy story 
that takes place in the present and the past, and it has the Gummi Bears, a 
villainous organization from Darkwing Duck, and Ludwig Von Drake. It takes 
things from all elements of this property. 

We realized that we had never had a Scrooge and Webby story. We knew 
what the ultimate story was of Scrooge and Webby, so when you've seen the 
whole series and then go back and look at this episode, you'll see that we 
knew what we were doing. 
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SEAN JIMENEZ: | went to town on this one, because one of my favorite production designers is Ken Adam, who was the production designer for a lot of the 


James Bond movies. So | was really excited. 


(— 


FRANK ANGONES: It’s an interesting structure that Christian Magalhaes nails 
in his script, of mirroring the events of the past and the events of the present. 


It was a way of maximizing production as well, because it was not fully 
designing two different locations. It was designing one location and then 
re-dressing it. 


MATT YOUNGBERG: One of the difficult things was trying to figure out how 
to differentiate the time periods. This was Tanner Johnson’s first episode 
as a director that he got to do on his own. He worked really hard to figure 
out how to do the transitions into the past. Sean came up with the idea of 
a color differentiation between the present and the past—bringing in the 
desaturated look from old films and adding film grain. 


SEAN JIMENEZ: And then there’s a mini film, which is black and white. So 
there’s three stages—our present-day color palette, a desaturated palette for 
flashbacks, and then the black-and-white palette of the footage that Black 
Heron takes. It ended up working really well. 
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MATT YOUNGBERG: Being able to do Von Drake was awesome. You can see a 
lot of the Milt Kahl style that we pulled from for our show. We leaned into 
it with Ludwig, because it was such a core part of cracking the look of our 
DuckTales. 


FRANK ANGONES: We had said in the pilot that there were sky pirates over 
Plain Awful. We knew that if we could crack one Ta/eSpin character, then we 
would have an inroad to whatever else we wanted to do, and Don Karnage 
was always the most fun. 

It gave us an opportunity to do a story that we had talked about doing 
from the beginning, which is the idea of Dewey desperately wanting someone 
to pay attention to him and getting lost in the shuffle of a giant family. Our 
writers spent a lot of time studying the opening of Home Alone to figure out 


how to believably get Dewey away from the family without anyone noticing. 

We had the idea that the sky pirates were actually a traveling theater 
troupe who couldn’t bankroll their shows, so they began plundering. It’s 
essentially if the cast of Pirates of Penzance realized they were really bad at 
one part of that show and really good at the other part. And so they use a big 
song-and-dance number to stupefy the crowd. 


MATT YOUNGBERG: It ended up being a difficult episode to produce, because 
of the singing and dancing and everything that that brings with it. This was 
our big swing. We knew these things would be difficult, but the level of 
difficulty we could tackle with this series became very clear in this episode. 


SEAN JIMENEZ: We were doing a musical. That means tons of characters, and 
most of them can’t be reused. And there are planes that are dancing in the 
sky. It was doubly complex, because Matt Humphreys, who’s an incredible 
director, loves complexity. So you had a complex story and a director who 
loved complexity making for a very, very big episode. 


MATT YOUNGBERG: In finalizing the design for Don Karnage, because of the 
singing and dancing and the showmanship, | wanted to make sure that we 
elongated him a little bit and made him a little bit more lithe. So we gave 
him longer legs and puffed out his chest to give him more of a dancer feel. 
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SEAN JIMENEZ: In the third act, when they’re trying to trick Don Karnage 
and the pirates, they disguise themselves. Humphreys had the idea that the 
pirates are using spotlights to shine a light on a character to track them. So 
| had the idea to amplify the sequence by going monochromatic red with the 
spotlights. Those are big, bold swings, and what’s great about Matt is he 
really encouraged me to take big swings like that. 
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FRANK ANGONES: This was a riff on the Don Rosa story “The Last of the Clan 
McDuck,” with the notion of the various ghosts of Clan McDuck coming to 
aid their descendants in times of need. This episode has a lot of Carl Barks 
and Don Rosa McDuck lore. 


MATT YOUNGBERG: We were always trying to make sure that we were creating 
a robust mythology using elements that have come before, like the comic 
books and the other shows. 


FRANK ANGONES: We knew that we wanted to do a real Goonies-feeling story 
for the boys, tied to trying to uncover a mystery. This episode brought to a 
head that Dewey had been investigating Della and not telling his brothers. 
| love the emotion in this story, and that we did a story that was about the 
brothers, where the treasure-hunt mystery is that one brother is trying to 
prevent you from solving the mystery. 


SEAN JIMENEZ: Usually what happens when the show gets 
pitched out is I’m already trying to think about something 
tangible to start using as a springboard for the style of 
that episode, in terms of lighting and mood. We knew 
that we were going to make Castle McDuck sort of spooky 
and foggy, as it’s full of ghosts. It was all about making 
it feel like an old sixties B movie, so my design of the 
castle was trying to capture that gothic movie tone. 
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MATT YOUNGBERG: The paintings that Tapan Gandhi, Rachel Yung, 
and Josh Parpan did in this episode are all just gorgeous. 


FRANK ANGONES: This episode was the most we've seen of Della 
until now, and it hints about the design of the Spear of Selene. 
They don’t know it’s a rocket ship yet. They think it’s an artifact. An 
important design element for the ship is that it had to be believable 
out of context, that you would think it was an actual spearhead, 
but then when you turn it a certain way, it looks like a rocket. 
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FRANK ANGONES: We had set up Fenton in Launchpad’s story in “B.U.D.D.Y. | SEAN JIMENEZ: This is my grandma Jean’s house, in downtown LA. The inte- 
System,” but this was our opportunity to do a Fenton story, focused on him, __ rior is laid out exactly like her house. That’s a fun thing about being an art 
delivering on the promise of everything we said we had wanted him to be— __ director: | get to give a shout-out to my grandma's house. 

a Latino superhero who was definitely Latino and informed by his back- 
ground but not solely defined by it. 

The big idea that we had for this was “ridesharing, but for superheroes,” 
where you could download an app, and a superhero would come to save you, 
and how that can be commodified. But the big question is in the title: who is 
Gizmoduck? At the beginning, he doesn’t even know that he’s going to be a 
superhero. He just knows that he has this crazy suit and he believes he could 
be a superhero. Or he could be a menace. Gyro thinks he’s just an intern. 
Gyro says that the armor was designed to help him reach things on high 
shelves, and that’s it, which is a very Gyro reason to invent a power armor. 

At the end of “B.U.D.D.Y. System,” we realized that Mark Beaks was 
more of a Gizmoduck villain than a Scrooge villain, so this was us letting 
Beaks go full evil. Beaks is the opposite of Fenton. Fenton has a million ideas 
and he wants to do good for the world, while Beaks has no ideas and only 
cares about appearances. 

And if Beaks was Gizmoduck’s Lex Luthor, Huey is Gizmoduck’s Jimmy 
Olsen. Huey is his little sidekick who’s always around, in the same way that 
we knew a Launchpad story would have Dewey. 


MATT YOUNGBERG: But because we wanted to lean into the superhero genre, 
we still had some fun with the tropes, but then deviated as much as we 
could. The bank robbery is a good example of that, where all superheroes get 
to stop a bank robbery, but here, everything goes wrong. 


MATT YOUNGBERG: As Gizmoduck evolved, we had to evolve the design a 
little bit. Even though it doesn’t look like he evolved, there was stuff that 
still needed to get figured out and clarified, and so we continued to hone 
and push and pull on his design until we figured out more of his abilities and 
transformations. We had a sheet of all of his abilities that he can do with his 
armor, and that sheet continued to grow throughout the series anytime we 
introduced something new. 


SEAN JIMENEZ: One of our prop artists (and later, character designer), Sarah 
Craig, really had to figure out and design all of Gizmoduck’s gadgetry. 
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FRANK ANGONES: We knew that the A story of this episode was going to be 
the darkest thing we had done on the show so far, so the B story had to be 
the most ridiculous thing we had done. 

The fun idea became a Louie story like those eighties “kid finds a myth- 
ical or sci-fi creature in the woods” movies. In those movies, we’d noted 
that creature always got a house and a lot of free food out of the deal. 
It also allowed us to keep track of Scrooge as this great monster hunter, 
which we used to connect the two stories, as obviously Scrooge would 
be hunting Gavin—a.k.a. our Sasquatch, Tenderfeet—and that threat of 
Scrooge being a monster hunter would make Lena worried that if they ever 
found out the truth about her, she would be next on the list of monsters to 
be hunted. This is Lena’s turning point. 


MATT YOUNGBERG: That’s why this episode works so well. DuckTales is 
a comedy adventure, so it needs to have comedy. If you lean into just 
the drama, it could get caught up in it, and it becomes a different show. 
So when you can add in that B story of such utter silliness, it carries the 
DuckTales of it through in a way that other shows don’t really do. We 
take each of the dramatic beats seriously, but the comedy beats need to 
be taken just as seriously. | think this episode did a really great job 
of that. 


SEAN JIMENEZ: This is one of those episodes that show what's great about 
DuckTales, because yes, it’s a kids’ show, but there’s such a meta, post- 
modern approach. This is an example of how dark this show can get. 


FRANK ANGONES: This is us setting the pieces for the season finale. Dewey 
is getting closer to the truth, Magica is getting closer to the dime, and those 
two things are going to come to a head. 
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SEAN JIMENEZ: Jean-Sebastien Duclos was 
the board artist who did the nightmare se- 
quence where Webby transforms into the 
Quacky Patch doll, and he really swung for 
the fences with the shadows and posing. It’s 
beautiful work. From my perspective as an 


art director, when you see work like that, you 
can feel the board artists living in a sequence 


Dialog 
Dialog 


and putting so much of themselves into it. 


FRANK ANGONES: Some of the most beautiful, wonderful stuff was done with 
Magica’s shadow, like the whole sequence with the shadow overtaking the 
entirety of the back wall, and the whole back wall of the Worry Room be- 
coming just eyes. 


MATT YOUNGBERG: This episode is a standout in a standout 
series. From script to finish, it was everyone firing on all 
cylinders. Frank’s script was amazing and difficult to pull off, 
given the logistics of being stuck in a plane. 


FRANK ANGONES: | wanted there to be a big blowout that 
had emotional stakes and ramifications, and the only place 
to do that is right before the finale. Our belief was that the 
only way that Scrooge could possibly lose to Magica would 
be if he was at his emotional low point, which meant this 
was the saddest episode of television I’ve ever written. There 
was a lot of concern about the fact that there’s an entire act 
of this children’s comedy TV show that only had one joke, 
and it’s when Launchpad asks if they want him to pause the 
Darkwing Duck tape. But the conception of this was that 
we’re going to trap everyone in a locked room and have all 
the secrets come out, and see how everyone confronts all the 
things that they’ve been either hiding or ignoring or avoiding 
for the entirety of the season. Even though Scrooge is finally 
to a place where he’s starting to feel like he did back when 
he used to adventure with Donald and Della, you can’t allow 
him to get away with not reckoning with that secret. 


MATT YOUNGBERG: This was the dark night of the soul for the 
family, where all of the things that we had set up and every- 
thing that Scrooge had been trying to leave behind catches 
up with him. It’s not a confrontation between a hero and 
a villain. It’s a confrontation between two family members. 
And it’s all deftly handled. 
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FRANK ANGONES: We hadn't figured out the entire layout of the interior of the Sunchaser, but 
because we were setting an entire episode in it, we did a lot of work building the plane in CG. 


MATT YOUNGBERG: David Cole did a rough model of the interior of the plane to help us figure 
out the angles and the placement of the characters. We knew it was going to be a logistical 
nightmare to make sure that everything worked. It became very handy for the board artists. 
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FRANK ANGONES: One of the things that Sean and | both got 
really excited about was that the last shot of this episode 
is a mirror of the very first comics appearance of Scrooge 
McDuck, where he’s sitting alone in his study, saying, 
“Nobody likes me, and | don’t like anybody.” That’s where 
he is, emotionally, at the end of this episode, so we thought 
it'd be really cool to mirror that image in the last shot. 


MATT YOUNGBERG: It was from the Barks story Christmas 
on Bear Mountain, and it works perfectly for his attitude. 
We added the tears, because it wasn’t just anger but also a 
sadness that he was alone again, for the first time since the 
beginning of the series. 


084 


EPISODE 24 


MATT YOUNGBERG: What a hard episode to pull off. It was an action finale, but we had to make 
sure the emotional finale hit as hard as it could. We had to make sure Magica was truly as big of 
a threat as we had promised she was going to be—so we had an army of shadows in a swirling 
vortex, the destruction of the Money Bin, and trapping Scrooge in the dime. We had to use all of 
these things to elevate her, so we could see her at her most powerful. Then at the end, we see 
her laid low, to her least powerful. 


SEAN JIMENEZ: This finale had two forms of ambition. There’s the narrative ambition that’s in the 
script, and then there’s the cinematic ambition in the visuals. | remember going into the story 
break and Frank warning me this was going to happen. That they were going to write a big, 
epic shadow war, where every character that we've seen in the series is going to have a shadow 
counterpart, and we were going to have Magica exert immense power. And that was difficult to 
pull off. But we had no choice. We had to pay this off. So we had to go big. Matt Humphreys is 
an incredible board artist and an incredible director, and in this episode, Humphreys went for it. 
It was a really hard finale to do, but it turned out great. 


FRANK ANGONES: At some point in the season, we realized we had two major serialized stories, and 
we could treat the season as if it was one big episode of DuckTales. Dewey's Della investigation was 
an A story, and the Magica revenge plot was a B story, and so we wanted to tie those two things 
together in a way that was unexpected. This was Scrooge realizing that he really needs his family. 


MATT YOUNGBERG: There was a lot of setup, emotionally, throughout the season that we needed 
to pay off in this finale. 


FRANK ANGONES: This episode set the unfair standard of having to top ourselves with every 
successive finale. First Duckburg is in jeopardy, then the world is in jeopardy, and finally the 
very concept of adventure is in jeopardy. 
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Revision Notes 


MATT YOUNGBERG: The big thing to figure out for this episode, in terms 
of visuals, was the design of Magica. It was always our intention to 
go tall and slender. 


FRANK ANGONES: The version that was in the original DuckTales was 
very much the standard duck body shape, whereas Carl Barks’s orig- 
inal intention was something between Morticia Addams and Sophia 
Loren. When she first shows up in the comics, she’s very slender, 
and her proportion is taller than Scrooge, and she has this kind of 
very alluring danger to her. 


MATT YOUNGBERG: Trying to make things more dynamic and pulling 
her away from the standard duck shape made it look and feel like she 
was more of a threat to Scrooge. 


SEAN JIMENEZ: Alex Kirwan did some of the early designs on Magica, 
all the way back during development. 


FRANK ANGONES: Magica’s design is the best. The thing that | like 
about Magica’s crazy reptilian eyes is that, because we’ve made such 
a big deal of doing the Barks pie eyes on all the other characters, her 
eyes are made of the missing slice from everyone else’s eyes. 


MATT YOUNGBERG: The challenges of this episode were the shadows and the 
vortex, and the hardest thing about the vortex was trying to figure out how to 
give it the scale it needed, and then the overall color scheme. We did some 
explorations and tried to design something that would work, but in the end, 
it was David Cole figuring out how to use computer graphics animation to 
enhance the vortex and make it look even bigger and more threatening, more 
full of these shadows. 


SEAN JIMENEZ: We had to do a lot of the vortex during postproduction. | was 
figuring out the stylistic idea while David was basically kitbashing the vortex 
together, rotoscoping live-action elements with the drawings, and mixing and 
matching and putting it all together. David deserves so much credit, because 
this is something he’d never done before, and it turned out amazing. 


MATT YOUNGBERG: It was really hard to pull off, but to the credit of the team, 
we figured it out. | love the backdrop of the eclipse, as well. It was a unique 
opportunity to do something really dramatic, and it gave a really dramatic 
feel to the finale. | loved it. 


MATT YOUNGBERG: To finally reveal Magica’s face on the dime was such a big 
moment that we’d been hiding in plain sight for so long. | don’t think anyone 
ever picked up on the fact that we never showed the face of the dime, so for 
us to pull it off was awesome. 
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SEAN JIMENEZ: Our character designers had to figure out the shadow creatures. You'd think that silhouettes would be easier to do, because they have no 
interior lines, but it’s still a lot of work to figure all that out. 
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Revision Notes 


MATT YOUNGBERG: One of the challenges of coming off such a big finale like 
we had at the end of season one is “Well, where do we go now?” It felt 
pretty natural to go into what the new status quo is in the family, now that a 
big adventure has been wrapped up and all the secrets have been revealed. 
Along with that new status quo, we knew that Louie (and his growth and 
story) was going to be the focus of season two. So trying to merge those two 
ideas was the main thrust of this episode. 


FRANK ANGONES: The family spent the whole of season one getting to this 
place of being full-fledged adventurers and a family, so we thought it’d be 
really interesting to start season two by showing them in this new status quo. 


MATT YOUNGBERG: It gave Louie a chance to have some time to be thoughtful 
and think about his place in this family. It felt like a really great way to table 
set for the rest of the season. Looking at the trajectory of the second sea- 
son, you have Della coming back, and then “Moonvasion!,” which was our 
biggest action set piece ever. So it all starts small in their house as a family, 
building to this big giant thing by the end of the season. 

Coming off of the big season one finale, you'd think maybe we should go 
on a big giant adventure, to show how this adventure family is doing. But 
lowering the stakes to just a game night and having that be at home—to me, 
that’s more interesting, to see how this family is interacting now. 


SEAN JIMENEZ: Doing a smaller episode was a really great gift to us, because 
that season one finale was super grindy. This was a real easy episode to put 
together, with the exception of the trickiness of the optical effects we did to 
make it feel like they were tiny. 


TANNER JOHNSON: | storyboarded the cold open, and it was really awesome to 
be able to storyboard a very straightforward Indiana Jones-style sequence. 


SEAN JIMENEZ: The idol is a hybrid of a Carl Barks idol and the one from 
Raiders of the Lost Ark. | originally did a version of it for the original promo- 
tional marketing campaign for the series, but there was never a place for it 
in the show until this opportunity came along. 
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SEAN JIMENEZ: We needed to figure out the shrinking effect and how to make it feel both aesthetic and plausible. | had the idea to blur the backgrounds, 
which we don’t usually blur. 


MATT YOUNGBERG: The storyboards for when they say, “We should have a 
game night,” and Scrooge gets super excited—those boards were really funny, 
and there’s some really great gags in there. 


FRANK ANGONES: There are characters that are huge parts of the European Disney duck 
comics and have achieved great popularity there, and one of the characters they love 
is Cousin Fethry. In “House of the Lucky Gander,” we played Louie off of Gladstone 
as what Louie would become if left unchecked. This was an opportunity to pair Huey 
off with Fethry and have him be what Huey’s worried that he looks like to the outside 
world, which is this obsessive, weird Junior Woodchuck. Fethry’s got a very strange, 
peculiar interest, but he’s ultimately a good guy. 


MATT YOUNGBERG: | think Fethry is great, and this episode turned out really strong. 
FRANK ANGONES: We loved the idea of doing something with deep-sea thermal vents. 


MATT YOUNGBERG: We did so much new design for this episode. Sean did this really cool 
design of the aquavator, and figuring out the logistics of how it worked really helped 


in the writing. 


SEAN JIMENEZ: This was one of the hardest episodes to make, because you’re dealing 
with water, and effects, and the thermal vents are blowing. It was very complicated, 
and we wanted to get it right, so it became really difficult to produce. But | got to doa 
lot of really cool art direction on it, and it ended up turning out really awesome. 
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MATT YOUNGBERG: For the aquavator, we looked at a lot of 
Jacques Cousteau and older styles of submersibles and sea labs 
and things like that. 


SEAN JIMENEZ: The aquavator is like a strange hybrid version of a 
Jacques Cousteau submarine and an elevator pod. In my opinion, 
we're the most imaginative when we’re smashing things together. 
Narrative is driving research, and it’s all synthesizing inside of us. 
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MATT YOUNGBERG: The breathing apparatus was another challenge, when you 


have ducks with beaks. It was like, “Oh, | guess we have to give them a face 
shield that can fit their beaks inside,” because it’s such a unique problem 
to have. We also had to figure out, “Are they wearing full wetsuits? Are they 
wearing half wetsuits, like their regular clothes?” They already had flippers, 
so we didn’t need to add longer flippers. 
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SEAN JIMENEZ: We also had to deal with how to make it feel like we’re un- 
derwater. So there’s no real sign of water until somebody moves, disturbing 
the water. The water disturbances in this episode are really well done. The 
scenes where they’re swimming, every time they kick their legs, bubbles are 
trailing, with beautiful follow-through animation. 


MATT YOUNGBERG: Designing the giant krill was really hard. It’s one of those 
things where you have to play with certain elements of it to get the scale 
right. If the eyes are too big, the krill feels too small. But if you make the 
eyes too small, it doesn’t feel like a krill. So the process was to find the 
correct composition to make it feel like a giant krill but also be manageable 
in animation. 
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MATT YOUNGBERG: In season one, it’s a balancing act and you're still figuring 
things out, but you’re growing more confident in your characters and your 
stories. In season two, you start really flexing, because the characters are 
established now, and we get to have fun with them. And this episode is a 
perfect example of having fun with the characters we’ve established, like 
Flintheart Glomgold. We knew from the beginning that we wanted him to be 
South African, like he was in the original comics, and that as a kid in South 
Africa, Scrooge kind of screws him over. This was our opportunity to round 
out Duke Baloney as a character and explain why he acts the way he does. 


FRANK ANGONES: Glomgold was one of our favorite villains to write, and we 
knew we wanted him to be a major villain in season two. But we also knew 
that we had this whole other thing, and it would be fun to take him on this 
journey and make him a little weird and a little sympathetic. 

In the original DuckTales, and pretty much any other appearance of 
Glomgold, he’s just a meaner Scrooge in a different costume. He’s that ar- 
chetype of the villain that’s a copy of the hero, but evil. In our conception, 
Glomgold showed up and saw Scrooge was successful, so he did everything 
he could to model himself on Scrooge. Glomgold takes an idea, makes it his 
own, but bigger, faster, and cheaper. So he took the idea of Scrooge McDuck 
and quite literally made himself the bigger, faster, and cheaper version. 


MATT YOUNGBERG: Glomgold was really fun to redesign, because we pushed 
his chest out to get more of a barrel chest instead of being an egg. Now, he’s 
just this block of muscle. | love his bushy real beard. 
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MATT YOUNGBERG: Hookbill Harbor was a whole new area of Duckburg, and 
we really pushed the design of it to be much more foggy, and the color 
palette was very different. We wanted it to feel like a big harbor and a place 
where things could happen but ultimately focus in on one little area, which 
was around Chums and the ships. These kinds of maps became super help- 
ful in the show to be able to say, “This is where this is happening.” 


SEAN JIMENEZ: My take on it was to make it feel briny and dilapidated from 
the sea. 
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MATT YOUNGBERG: We kept the design for South Africa in the flashback simple by putting it in this shopping alley, so that we didn’t have to see a whole ton 
of the city. Glomgold’s in this little alcove. 
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FRANK ANGONES: The dream sequence in this episode is one of the most 
perfect things we’ve ever done. The genius conception that Sean came up 
with was not to make it a dream sequence the way you would see it in a 
cartoon—make it a dream sequence that you would have seen in a film from 
1950. 


SEAN JIMENEZ: It was so fun to stylize it, to go black and white and lean 
into the early surrealistic film quality of it. We obviously wanted to make it 
absolutely feel like a parody of an arthouse movie, and it was so cool that 
everyone understood the tone and vibe of it. 


FRANK ANGONES: The general idea of this episode was Donald’s impostor 
syndrome and that we knew we wanted to incorporate the Three Caballeros 
as part of Donald’s past. Donald has a lot of nostalgia for his past, and that 
he thinks he was so cool is really funny. This episode also established that he 
was some kind of musician, which helped set up the reveal of his childhood 
grunge phase in the Christmas episode. | like any time we can tell a story 
where people talk about how cool Donald used to be, which we did with 
Storkules, and do again here. 


SEAN JIMENEZ: Visually, the most important thing about this episode was the 
color. This was our homage to Sa/udos Amigos, The Three Caballeros, and the 
artist Mary Blair. The color in this episode is really cool. This is very personal, be- 
cause my wife, Brigette Barrager, did the color script for this. She’s a children’s 
book illustrator, and she had illustrated a book about Mary Blair. Brigette is 
considered a person who understands Mary Blair and her use of color. So when 
this episode came down the pike, | wanted to bring her on to help design it. 
Brigette specifically wanted to hark back to Sa/udos Amigos, because there’s 
some trippy sequences in there that aren’t in The Three Caballeros. 


SEAN JIMENEZ: The action is within a single location with multiple camera 
points of view, so you have all the characters working within that area, in the 
town square. We built it like a movie set, so we knew all of the positioning 
of the buildings in advance of the storyboards. We wanted it to feel organic, 
so | offset the buildings so that they were a little catawampus to each other, 
giving us interesting angles. 


THE ART OF DUCKTALES THE EPISODES 095 


Pace 283 


Dfeup prop! 410 Bp20E Act FINAL SHIPPED BOARD 


MATT YOUNGBERG: It was very difficult to stage this episode in a way that 
you don’t reveal that the villagers are plant monsters. We figured out a really 
gross transformation for the people into the flowers, with the eyeballs and —***#*" "**** Soe 
stuff. They're the flowers of this plant. Dialog 
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SEAN JIMENEZ: There’s a little bit of cartoon magic, to get the townspeople to novision wotes 
peel open to reveal that the eyes were also seeds of the plant. 


Revision Notes 


EPISODES | 
| 


MATT YOUNGBERG: Continuing our arc for the season, Louie is feeling confi- 
dent that he knows his place, so he’s going to start trying to make his way in 
the world and create something of his own. He has the right business brain 
but doesn’t have the best ideas, and his selfishness can get in the way. 


FRANK ANGONES: We knew that Louie Inc. was a big part of Louie’s arc. 
The fundamental thing about Louie is that he wants to be very rich, but he 
doesn’t realize that being rich takes a lot of work. So he’s going to try to be 
sharper than the sharpies: his way to business success. Then it’s that issue 
of when you create a problem that only you can solve, but if you do too good 
a job of solving that problem, you put yourself out of business. We were 
trying to map this onto something, so we used Ghostbusters as a template, 
which is why we have a big montage in the middle of all of the crazy success 
going on. “Hey, there are Harpies loose, and we’re the only people who can 
take care of them!” And then we had the Storkules B story, which we could 
justify by having him be the reason the Harpies are in Duckburg. 


MATT YOUNGBERG: As usual, we were trying to balance a season (especially 
when we know we’re going to the moon) to give a mix of big globetrotting 
adventures and these smaller Duckburg stories. It’s much more of a character 
exploration with Louie than it is a big adventure, but being DuckTales, the 
adventure has to come in at the end. 


MATT YOUNGBERG: The one challenge with the Harpies was how to approach 
them visually, as representations of them usually have human characteris- 
tics. Just giving the Harpies beaks made them birds, so it was making sure 
that we blended the human and the bird to make it this really weird thing 
that still reads as a Harpy. Carl Barks did Harpies that were much more 
humanoid, and they had big noses. We gave them beaks that fit that shape 
but put our spin on it. 
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MATT YOUNGBERG: The cover of Harpies Bazaar is one of Frank’s favorite 
visual gags in the series. 


FRANK ANGONES: The cover of Harpies Bazaar is the only thing that matters 
in this book. It is, hands down, my absolute favorite visual gag we have ever 


done. The cover copy “Niche Publication Vindicated!” is a joke that implies 
an entire backstory. 


MATT YOUNGBERG: The boat being pulled by the flying Harpies was a logistical 
nightmare to figure out. 


MATT YOUNGBERG: The urns were one of those things where our artists figured 
something out, and it worked so well that we obviously had to use that idea again. 
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FRANK ANGONES: This was an episode that was originally slated to be in the first season and 
was going to be part of the Della mystery, where in his investigation Dewey would go back 
in time to try to find answers, but he went back too far and met Della as a kid. But it was 
decided that it didn’t make sense to do a Christmas special so early in the series—which 
ultimately ended up being a blessing, because | think it works much better as an introduction 
to Della, right before you actually meet her in the present day. Having had a season that built 
up the mystery of Della but then to meet her as a kid first, | thought, was a really interesting 
way to approach it. 


MATT YOUNGBERG: This was an opportunity to set her up a little bit more. At her core, she’s 
this very daring duck who’s a driven, capable, and enthusiastic adventurer. 


FRANK ANGONES: We liked this riff on A Christmas Caro! with Scrooge going the other way 
than you would expect. So he had met these three ghosts, who went to the wrong guy named 
Scrooge first. Rather than having to spend time with family, Scrooge built up this mythos 
around him not liking Christmas as an excuse, so he could take a night off and go party. 


MATT YOUNGBERG: Scrooge doesn’t hate Christmas. He hates Santa Claus, but he doesn’t 
hate the actual holiday. Christmas is his time to get together with his ghost buddies and drink 
and have fun, and they go through time and go to different Christmas parties. 


FRANK ANGONES: The Dewey story gave us a chance to remind the audience of the stakes of 
Della for her kids, because we knew that the next episode wasn’t going to have any of the 
kids in it, so it was important for us to get a family perspective on her before we introduced 
her properly into the show. 


FRANK ANGONES: As part of the shifting timeline, Donald 
would have been Dewey’s age in the nineties. And we know 
that at some point, he started a band, so he would have had 
some kind of musical interest. And it made all the sense in 
the world for Donald Duck, if he grew up in the nineties, to 
be very into grunge, and be very emo. 
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= SEAN JIMENEZ: Getting Mike Peraza to do the end credits art was such a cool 
idea. He’s done a lot for us over the three seasons, but these pieces were 
probably the biggest and most meaningful contribution. To a large extent, 
Mike defined the art style of the original DuckTales. Mike’s style has been an 
influence to so many people, including me. And because he also did the title 
illustrations for Mickey’s Christmas Carol, having him do an homage to those 
for us was mind blowing to me. 
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a _ aanaks serine: SUZANNA OLSON: He did a great job of merging our show’s style and the new 
_ designs with the classic Mickey’s Christmas Carol cards that he designed. 
That’s the original parchment that he used in Mickey’s Christmas Carol. He 
still had it, so we digitally scanned it. 


@- living area. 
@ = Cockpit 


SOE 


FRANK ANGONES: We had been building to this episode since the pilot. We 
knew that we had to do an episode just to catch up with Della. When we 
first pitched the idea of Della being this mystery, and then that Della would 
come back, we knew that we couldn’t have it where suddenly she’s there 
and everything’s fine. We had to vividly portray what a character would ac- 
tually go through in this process. We knew that, once she was introduced in 
season two, Della would become a new main character in the cast—but she 
would not have the benefit of having had a full season’s worth of character 
development. And she had also been built up as this impossible, legendary 
thing. So we knew that we really wanted to do an entire episode just focused 
on her. The idea of her attempting to send these videos home was a way of 
giving just pure, unfiltered Della. 


MATT YOUNGBERG: This episode was a beast, but we knew it was going to be 
a beast. There was so much challenging stuff to figure out from the writing 
side alone, but then all of the stuff that we had to do visually in order to make 
that work was an incredible challenge. If you have one character that you’re 
following the whole episode on a very barren-looking wasteland, there’s a 
danger you're going to run into having it feel samey, and just repeating ac- 
tions. But to everyone’s credit, everybody did an amazing job of pulling it 
together into this really cinematic episode. 


SUZANNA OLSON: The series, and Matt and Frank, always tried to be inclu- 
sive and representative. So, as we always do when we try to be inclusive 
and representative, we worked with Disney and we partnered with consul- 
tants, particularly the Amputee Coalition. The Amputee Coalition reviewed 
character designs and Della’s animation cycles for when she’s walking and 
running—both on the moon and on Earth. The walking and running cycles 
were done by Kat Kosmala. We had to be specific about tracking which 
side was her prosthetic leg. We did all of that research to try to make it as 
authentic as possible. 


Diva Pracemen T 


ee 


THE ART OF DUCKTALES THE EPISODES 101 


PAGE 299 


prop} DT Ep207 Act2 PINAL SHIPPED BORRD 


SEAN JIMENEZ: As | was developing the shape language, most of this episode 
was going to be the moon rocks. | was doing these sort of swoopy lines to 
help indicate movement and have a calligraphic feeling that’s the essence of 
French comics, which is part of my influence. But as | was doing those, | was 
thinking about the episode and the Moonlanders’ use of gold, and | thought 

that maybe the swoopy lines are colored in a way that indicates that they're = *ss-"s,"""" 
veins of gold, inherently part of any moon-rock work. And if the Moonlanders 
are going to build a city, they would quarry this moon rock to build it, and 
they'd polish the stone in order to get the veins to show through. Revision Notes 
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MATT YOUNGBERG: Figuring out the look of the Moonlanders was a challenge. 
In a world of ducks and pigs and dogs, the weirdest-looking thing would be 
something more humanoid. And so we kind of leaned more towards some- 
thing that was a little bit more human looking, but taking away the nose to 


make sure they still felt alien. 
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MATT YOUNGBERG: After the events of the first season, the big question was 
“What happened to Lena?” We always knew we wanted to bring her back, 
free of Magica, as a full, sentient being of her own. With Huey, Dewey, and 
Louie, we had three great male leads, but we wanted to also have three great 
female leads. And so this was our opportunity to do that by bringing Lena 
back and introducing Violet Sabrewing. 


FRANK ANGONES: This episode was very much about bringing Lena back and 
continuing her arc of coming to terms with the fact that she is made of dark 
magic. If the first season was about her trying to be bad enough to be a bad 
guy, this is her trying to prove that she could be good enough to be a good 
guy, even with all the bad stuff in her. 


MATT YOUNGBERG: It also reinforces the theme of our show, which is that 
family are the people that you choose to have in your life. Webby coming 
out of this with two new best friends that are like sisters was pretty great. 
And we touch on it briefly later, but, needing a place to live, Lena ends up 
going and living with Violet and her two dads, and so she and Violet develop 
a sisterly bond. 


MATT YOUNGBERG: We were always trying to find a diverse variety of looks for 
the show. Visually, we landed on the idea that she was a hummingbird, and 


that’s where her last name came from—sabrewing is a type of hummingbird. 
And hummingbirds are very distinct. They definitely don’t look like ducks. 
And the beaks are much harder, especially if you have to have a character 
talking, but it turned out great. 
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SEAN JIMENEZ: Figuring out how to depict the Shadow Realm in a quick and 
easy way was a direct result of coming out of Della on the moon. That episode 
was such an undertaking that we had to find ways to save time on the epi- 
sodes after it. | just grabbed one of the backgrounds and played with a bunch 
of weird filters and modes, and | landed on this weird effect. Then | colored the 
line out and made it almost like neon, and it felt like a weird shadow version of 
reality. | just did a quick one, and | gave it to David Cole to refine it. 


MATT YOUNGBERG: The big challenge was maintaining a color consistency 
in the episode, and making sure that we were doing the right transitions 
between the Shadow Realm and the real world, and giving moody lighting 
to things. Dealing with séances and stuff like that, we definitely leaned into 
that moodiness. 


FRANK ANGONES: We were always toying with the idea of a different treasure 
hunter who comes to take a treasure that Scrooge had already found, and 
doing an adventure on the adventure. 


MATT YOUNGBERG: You have to do a magic-lamp episode of DuckTales. It feels 
like that’s a requirement. It’s a classic treasure-hunting story. But we wanted 
to flip things a little bit, and we didn’t want it to be about finding the genie 
and then making three wishes. You already know how that story is going to 
play out. If you have a genie show up and the wishes end up going wrong, 
then you have to fix it. But in this episode, it’s the hunt for the lamp, but at 
the end, the magic of the lamp is not the genie—the magic is the story of 
the adventure that they went on. It’s about the power and the importance of 
story and what it means to people. 


FRANK ANGONES: By the end of this episode, you start to track the through 
line that ends in the finale, of Scrooge valuing stories and adventure over 
treasure. | always like to say that season one of a show is world building 
and season two is world exploring, so we had a lot of options to go back and 
deepen characters and reuse characters. 
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MATT YOUNGBERG: We wanted to take the character of D’jinn, who in DuckTales 
the Movie was Dijon and was portrayed as a thief and a coward, and instead 
make him a well-rounded, heroic character. He’s the driver of our story. He’s 
not a villain—he’s just this driven, focused character who doesn’t seem to 
have a lot of humor in him, which made him very fun and funny to play off of 
our characters. And then to have the whole thing at the end be the reveal that 
the lamp wasn’t magic but instead represented something very important to 
him personally, and that was why he was looking for it—I thought that brought 
a whole new level of depth and interest to the character. 
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MATT YOUNGBERG: How to visually represent D’jinn’s story was probably the hardest part of 
the episode to figure out. We had Mike Peraza take the ideas from the boards and flesh it 
out and give a more authentic feel to the final design style. 


SEAN JIMENEZ: He wanted it to feel like Eyvind Earle—which was great, because I’m a huge 
fan of that style. 


FRANK ANGONES: We knew we wanted to do an Old West train heist flash- 
back episode. 


TANNER JOHNSON: A lot of our show was about subverting a lot of traditional 
adventures. | love the subversions, but it was also nice to just do a pretty 
straightforward adventure, like a train robbery involving a giant nugget of gold. 
Now, we did kind of subvert it by having the framing device of it be a story 
that Scrooge is telling Louie and having Louie’s commentary bleeding into it. 


FRANK ANGONES: It’s writer catnip to be able to say, “Hey, we’re doing an Old 
West episode, and we need Scrooge’s gang that he uses to rob this train.” So 
you get Goldie, obviously. We also hadn’t used Gizmoduck yet this season, so 
we brought in Marshall Cabrera, who was a sheriff. In the comics, Scrooge 
does meet Ratchet Gearloose in the past, who is Gyro’s ancestor. But rather 
than have just a bunch of ancestors on the team, we said, “What if it’s just 
Gyro?” There’s an establishing shot where, in the background on a roof, you 
can see Gyro getting back into his time tub and going back into the future. 

A lot of Louie’s arc for this season was based on the idea of having him 
recognize that he can’t con his way to ultimate success, and having him 
realize that it took Scrooge, through hard work and gumption, over a century 
to achieve what Louie would like to achieve very quickly. 


~ GUMPTION JUNCTION 


SEAN JIMENEZ: We emulated old western movies and TV shows, right down 
to designing the town to feel like back-lot sets, including flats on the fronts 
of the buildings. Part of the fun of DuckTales is to emulate genres. But in 
order for the comedy to come through, you have to lean into the iconic trope 
of it, so the design has the grounding in which the joke can come through. 
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SEAN JIMENEZ: I’m a big fan of LGB toy trains, so when we were talking about 
there needing to be a train, | based this off the smaller trains that are in 
Europe, rather than the larger American ones. 


FRANK ANGONES: We had had the idea in season one that John Rockerduck 
would be a flashback billionaire. For every era in which Scrooge exists, he 
has a rival rich person who is representative of that era. So it was great to 
have this kind of lily-white robber baron. 


MATT YOUNGBERG: The hardest thing in this episode, visually, was the rocket 
MATT YOUNGBERG: Designwise, we had the original Rockerduck that we bikes and turning the rocket bikes into Gizmoduck. There were some pretty 
wanted to reference, because that’s always how we approach things first, _ difficult logistical issues to deal with there. We were toying with the idea of 


and then we put our own spin on it. There’s nothing more impractical than giving them just a rocket, but we put wagon wheels on them because we 
a white suit in the Old West, but he’s all about showing his wealth and needed Gizmoduck to have his unicycle wheel. At one point, we were feeling 
showing off how fancy he is. that the bikes looked too cool, so we had to jank it up a notch. 
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MATT YOUNGBERG: One of the more classic kind of things to do with Scrooge 
is give him an obsession with gold, so this episode came closer to the classic 12 MONTHS LATER... 
Scrooge than some other stories we might do. His obsession with his money 
got out of control. The logistics of this episode were very hard. It was very 
intricate to figure out how all of the puzzle pieces fit together, and to do it in 
a way where everything happens in normal time, and then you flash back to MATT YOUNGBERG: A great example of Glomgold’s insanity and pettiness is 
see how it all kicked off and keeps happening. We had to make sure that all the scene where he’s first trapped in time and doesn’t realize it, and he 
the stuff we did to the present matches up just right with all the stuff that | spends a year in a staring contest with a baby. It’s close in on his face, and 
Glomgold was doing. then he gets all crusty eyed, but then when it transitions out of that close-up, 
there’s a pile of food and trash next to them that wasn’t there before. So he’d 
FRANK ANGONES: | really like that, in the end, it all came down, emotionally, | take breaks, get food, come back, and continue. He was obsessed about 
to Scrooge recognizing that maybe he needs to trust his family. winning, but he would still take a time-out so he could go eat. 


THE ART OF DUCKTALES 109 


Action Notes 
Glomgold looks up wearing GMONEY GLASSES 


m 
SS Be ue 
& Re ui 
Es get “C5 


MATT YOUNGBERG: | think that the series as a whole will be very memorable, 
SEAN JIMENEZ: The threads in the board are connecting the events that have __ but the scene that will live on for many years to come is Glomgold arriving 
been happening to Scrooge, but when you pull out, for a brief moment you _at Scrooge’s funeral and dancing to DJ Khaled’s “All | Do Is Win.” When he 
see that the threads form a picture of Chester, who’s been making Scrooge _ tries to get up and dance on top of Scrooge’s coffin is where his malevolence 
nuts. It’s a cool bit of foreshadowing, because we hadn't yet been intro- _ and evil is so stark and yet shows he’s incompetent. But he’s also dangerous 
duced to that guy—who’s just Glomgold dressed up in a jester outfit—in because of those things. He’s pure evil, but in the funniest way possible. | 
the episode yet. love that scene so much. 


MATT YOUNGBERG: This was reestablishing Della’s story and getting back to 
where she’s at with everything. She’s moving into the moon city, and we’re 
establishing her relationship with Penumbra and really kind of kicking that 
off. Then getting her off the moon is what we needed to do to get to the 
second half of the season. Getting Della back to Earth was the thrust of the 
season. We had to set up the threat for the season with Lunaris. 


FRANK ANGONES: We always tried to have a big bad for the season match 
part of Scrooge’s motto that we were focused on for the season, so in this 
season, Lunaris is “sharper than the sharpies.” Lunaris had been figuring out 
the angles of this invasion for thirty years, because his father lived in fear, 
and he didn’t want to live in that fear. 


MATT YOUNGBERG: This episode sets the table for not just the next episode but 
the rest of the season. It’s setting up the level of malevolence that Lunaris 
has, that he is this calculating monster underneath his dignified facade, and 
that he’s truly going to be an intellectual match for our heroes. 


MATT YOUNGBERG: The city on the moon was a design challenge, because it’s 
got this crescent shape. If you have certain angles of the city, you see the 
city going up behind them—while with other angles, you wouldn't see that. 
It was logistically tough to figure out designs that are specific and unique to 
the moon. They don’t have classic geometry and terrestrial imagery. So we 
built everything out of gold and carved rock. Sean and his design team did 
an amazing job. | think it’s really unique and very cool. 


SEAN JIMENEZ: We had to make the neighborhood an extension of the 
Moonlanders’ architecture and technology. | was looking at weird seventies 
shelter homes, which were these organic houses made out of raw mate- 
rials from the earth. | thought that these houses would have the same 
kind of form language, so that it didn’t just look like a neighborhood in 
California or something. That was a really fun exercise, because | was 
playing with abstract shapes. | was also influenced by a sculptor named 
Henry Moore, who created these really cool statues that looked like they 
were otherworldly. 
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MATT YOUNGBERG: The zombie scene was very fun. Zombies are fun when you 
use them, because you get to be gruesome and comical at the same time. 


SEAN JIMENEZ: We really leaned into the schlocky B movie horror design. We 
couldn’t have blood, so | decided to make the sky blood red and have the 
lighting be red. 


FRANK ANGONES: A lot of people on our crew fell in love with the Moonlanders. 
The basis for the Moonlanders stuff was very much 1930s pulp stories. 


MATT YOUNGBERG: We had a lot of fun designing them, and we had certain 
ones that we became very fond of, like Gibbous, Palus, and Zenith. 
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MATT YOUNGBERG: This was the big event. In the arc of the season, Della 
needed to come back early, because you needed her to be a part of the family 
so that it could build to the finale, which is the family versus Lunaris. This 
is our opportunity to bring her in and make her special, to make her a part 
of this family, and to deliver on the promise of what we wanted to do with 
the show. 


FRANK ANGONES: It was an exciting challenge to make this story work—about 
a mother, who everyone thought was gone forever, coming back. And then, 
because it’s DuckTales, we wanted to attack it from a family perspective. 
What does her return really mean, emotionally? Della is like, “I’m gonna 
make up for all the lost time! | am so sorry | did this. | was a fool. | messed 
up. And now I’m going to make up for ten years of missing mom in twenty-four 
hours.” 

It was another opportunity to kick the tires on our characterizations of 
Huey, Dewey, and Louie, to see exactly how each one would react to her 
return. Huey would have nothing but questions but still accept it. Dewey 
is just like, “Yep, everything | thought about my mom was amazing, and it 
turned out to be true. She’s hilarious, and she throws catch phrases, and 
we're gonna be best friends forever.” But | don’t think we knew going in how 
much this season was going to tie Della and Louie together. His first reaction 
when he sees Della is “This is a trick. What is the con?” And we end this 
episode having Louie come to a place where he’s going to try and accept her, 
but it’s not resolved at all, as we see down the line. 


MATT YOUNGBERG: This whole episode is about realizing that there aren’t 
shortcuts. And there were no shortcuts to bringing Della back. 


SEAN JIMENEZ: When we were talking about the design of the Gilded Man, it 
was very blue sky. Matt and | both grew up in and are nerds of the eighties, 
and as we were sitting there trying to figure out what would make the Gilded 
Man interesting, my mind hit on an old toy line, which were rocks that 
transformed into robots. And that’s how we cheated that you hadn't seen the 
Gilded Man in Scrooge’s wing of secrets in the pilot—because when trans- 
formed, it just looked like a crate and was hiding in plain sight. And then you 
would get a really cool sequence when it’s activated and transforms. 
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SEAN JIMENEZ: In this story break, the idea came up of Della showing how 
cool and athletic she is, and someone mentioned skateboarding. | got really 
excited. | was like, “Yeah, let’s do a skating thing, but I’m going to handle it 
right.” | grew up as a skater, and one of my biggest pet peeves in animation 
is that most of the people who depict skating don’t know anything about it. 
They'll animate it like it’s weightless, ignoring the physics of the trick. | did 
a rough board pass on the sequence. And then we got an animator friend of 
mine named Eric Fountain, who’s also a skater, to animate it. 
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MATT YOUNGBERG: This was one where, | admit, when it was first brought up—before the episode was 
pitched or anything—just the idea of a seed vault was like, “How are we going to make this fun and 
exciting?” | couldn't figure it out. This was one where | relied heavily on the writers to come up with the 
thing that would get me excited. And they did a great job, because it was not one | anticipated having 
as much fun with as we did. 


FRANK ANGONES: This is the fulfillment of the promise of Dewey’s story from season one. This is the 
reality of Dewey adventuring with his mom versus the fantasy of what he always wished and realizing 
that there was a lot of pressure to be had there. It was an important bonding episode, and it was always 
really important for us to try to do one-on-one bonding stories with Della once she was integrated into 
the cast, so we can explore the texture of these different relationships. 

The seed vault is based on an actual vault that contains all the world’s seeds, in case of an apoc- 
alypse, and making this episode work was about finding the DuckTales spin on it, which was that the 
seed vault also has a tree that grows money—which is a very Barksian idea. 


MATT YOUNGBERG: This was an important episode, even though it’s wrapped in something that seems 
to be unimportant. A doomsday vault full of seeds and an adventure to go see it doesn’t seem very ex- 
citing, but thematically, what was important was Della is now going out on adventures with the family, 
and this is Dewey’s adventure with his mom. It was important to us to make sure that each of the boys 
had an adventure that tied them to their mom, so that they each got individual attention in the season. 


FRANK ANGONES: It allowed for a lot of resolution that we hadn’t covered in the previous episode. It’s 
Della and Dewey feeding each other’s worst instincts and building each other up to the point where 
Dewey’s not sure if he can live up to it—and not sure if he wants to. There are definitely those times, 
as a parent, where you’re wondering, “Am | being supportive of the right things?” So having Della come 
around and say, “You don’t have to prove yourself to me. | love you, no matter what,” was an important 
thing. It was an important piece of validation that Dewey, of all characters, needed to hear at this point 
in the series. 


MATT YOUNGBERG: And the B story proved once again that you can put Glomgold anywhere, and he’d 
be great. 
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SEAN JIMENEZ: Some of my favorite sketchbook drawings | did were figuring 
out the seed arm design. The logistics of this were not figured out in the 
script, outside of there being a thing that sorts out the seeds, and then they 
fall from a certain height. But then | hit on the idea that it could also be the 
elevator that gets you to the catwalk. It was a really juicy logistics assign- 
ment, and then giving it a cool stylized quality that felt plausible. 


SEAN JIMENEZ: We knew that this enormous money tree was going to grow 
out of the seeds, and | remembered visiting, in Mammoth Lakes, an ancient 
bristlecone pine forest. So we took the look of those as our jumping-off point. 


MATT YOUNGBERG: Now we're really seeing Fenton getting comfortable as 
Gizmoduck, but it’s overwhelming his personal life. It was fun to play with 
the superhero side of things, like with the weather villain at the beginning 
and Mega Beaks at the end. As with most Gizmoduck episodes, we brought 
Huey in. He’s to Gizmoduck what Dewey is to Darkwing Duck. Huey and 
Fenton have a really great chemistry together. 


FRANK ANGONES: In his first appearance, we had established Fenton as a guy 
who just had so many ideas and wanted to do so much that it made sense 
that he would have a Gizmoduck suit that could do a million things. And his 
second appearance was him trying to figure out which of these things he 
was going to do. Is he a hero? A robot? A scientist? And it turns out he’s all 
those things. And so this episode was the natural follow-up to that, where 
we were saying, “Yeah, but having to be all those things to all those people is 
exhausting, and he can’t handle that all the time.” He had to find something 
personal for himself. And we followed that through line all the way to his 
resolution in the finale, of Darkwing saying to him, “You don’t have to do 
everything by yourself. You have friends to help.” And that being the kind of 
thing that Fenton can live with. 


MATT YOUNGBERG: Since we discovered that Mark Beaks was a natural foil 
for Gizmoduck, this was going back to him trying to steal something from 
Gizmoduck and make it his, so that he can be as cool and awesome as 
Gizmoduck. This time, it goes wrong in the form of nanobots that make him 
the Hulk, basically. 


FRANK ANGONES: If you were getting a Gizmoduck episode, you could always rely 
on Beaks to do something weird and messed up, and so we got Mega Beaks. 


MATT YOUNGBERG: It’s just a fun superhero episode. It’s the right balance of 
action and comedy. 
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FRANK ANGONES: We knew we wanted to bring in Gandra Dee from the origi- 
nal series, but we wanted to find something more for her and have her be an 
interesting counterpart for our version of Fenton—so having her be a punk 
rock scientist, as opposed to a very positive, optimistic scientist. Gandra Dee 
is all about punk rock garage science. 
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SEAN JIMENEZ: This is the first episode that you see Fenton’s room. | indulged 
myself by including a lot of references to the movie Rea/ Genius. 
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MATT YOUNGBERG: The initial design pass of Mega Beaks was a little bit softer and his head 


was a lot bigger, but | really wanted to Kirby it out. | wanted that Kirbyesque shape and to 
make his head smaller so that the body felt bigger. 
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FRANK ANGONES: This episode could have been impossibly daunting, on a personal level, for 
me. Darkwing Duck was my superhero. | dressed up as Darkwing Duck several times as a 
kid. | had all the toys. | was just an impossibly massive fan. This episode was my love letter 
to how much | loved that show and what that show meant to me. 


MATT YOUNGBERG: For me, the daunting thing with this episode was making sure that Frank 
was happy with it. Like, | joke, but I’m also serious, because for this to succeed, Frank 
needed to feel that it was right. | don’t know a bigger fan of Darkwing Duck than Frank. It’s 
the same thing we would say about DuckTales, too: that there are going to be people who 
don’t agree with our direction on it—that’s just a given—but if you do it with the right love 
and heart behind it, then people are going to respond to it, and there will be fans of what 
you're doing. It was a big swing to make Darkwing be an actor, because that wasn’t what the 
original series was at all. But it fit so perfectly with the idea of who Darkwing is. 


FRANK ANGONES: The original Darkwing was the superhero who carried headshots. 


MATT YOUNGBERG: So it made sense, as we were developing the idea for this, that the current 
Darkwing Duck is a failed actor, because he has that drive to be recognized, and that ego. 
Even when he has a secret identity, he wants everyone to know who he is at all times. | 
thought that that fit really well. But Drake has this heart, as well, that it’s not just about ego 
for him. It’s also about the love of who this superhero, Darkwing Duck, represents to him. 
The saving grace of our version of Drake was having Jim Starling, by comparison, be even 
more shallow. 


FRANK ANGONES: Matt summed up perfectly what Darkwing has to be with “You love to see 
him get hurt, but you want to see him win.” And in all these conversations about codifying 
his tone, we realized he’s Jackie Chan. He is the guy who is constantly overwhelmed, but he 
is always fighting back while trying to look confident. It’s the aspirational version of Darkwing 
that | always loved. Anyone can do the right thing when it’s easy. It’s what you do when 
things are hard that makes you a hero. And that is Darkwing. 


MATT YOUNGBERG: As we were trying to balance all of the pieces to make the story work, we 
also had to do the same with the action scenes. It was a real challenge, because if you make 
it too actiony, then it’s what we’re trying to make fun of, with the Alistair Boorswan character. 
It becomes too serious and gritty. But if you go too cartoony, then it breaks the rules of the 
show. But that’s what we were trying to do with Darkwing: find that balance. Why can he 
get cartoony hurt more than other people? And it’s his tenacious attitude and his drive to 
persevere, no matter what. 


FRANK ANGONES: Tapan Gandhi did a fantastic job reinter- 
preting the Darkwing design for a modern audience. 
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SEAN JIMENEZ: There are elements of the McDuck Studios design 
that are straight-up MGM Studios in Hollywood’s golden age and the 
Disney sound stages. 


tl 


We: 


DARKWING SEAN JIMENEZ: For the color of the Darkwing film, we leaned into the 
FEST DARK NES? syrupy purples of the Prince music video for the original Batman that 
aren't actually in the Tim Burton movie. 
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FRANK ANGONES: We knew that we wanted to do a Goldie and Louie episode, 
where Louie learned what it was actually like to be a con man and why that 
wasn’t a thing he actually wants to be. He’s not built to do the hard work 
that Scrooge does, but he’s also not built to be the kind of amoral con that 
Goldie is. 

We always knew there were a couple of ways to get Matt onboard to 
approve something. This either could have been Zeus’s birthday party or 
Doofus’s birthday party, and ultimately Doofus’s birthday party made more 
sense. Also, we just love doing Doofus stories. 


MATT YOUNGBERG: With Doofus, there’s no wrong answers when it’s like, 
“How weird can we go?” You can go as weird as possible. 


FRANK ANGONES: | was happy to have a “Della bonding with one of the kids” 
episode that wasn’t fraught with trauma. It’s just Della trying to figure out 
what Huey is. And Huey, by his nature, is not an angsty individual. Dewey 
is drama personified, and Louie carries potential-bad-guy angst, but Huey’s 
whole thing is he’s just the sweetest soft boy in the world. 


MATT YOUNGBERG: Della and Huey are both nerds about things. 


MATT YOUNGBERG: The art style of the video game world was really fun to play with, because coming 
off of a very big episode, we wanted to make sure it was a manageable thing. So we weren't going to 
do a CG world. 


SEAN JIMENEZ: We wanted to emulate the look of a PC game. We dropped the line weight on the char- 
acters to make the designs more shape driven and dropped the lines completely on the backgrounds. 


MATT YOUNGBERG: It was fun to play with the different-color lines, because when you went into this 
world, you wanted to make sure you felt like you were in a video game. 
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SEAN JIMENEZ: That whole sequence where BOYD 
is becoming purely a threat robot, with his eyes 
melting, was setting a little bit of what we were 
going to do for “Astro B.0.Y.D.!” It’s an interest- 
ing way to show BOYD’s humanity—through the 
color of his pupils, when they go from blue to red. 


121 


Page 166/287 
Panel 1 


MATT YOUNGBERG: This is one of the big arc episodes for the season, but this 
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He cares so much that it overwhelms him a little bit, and that’s where his 
strong emotions come from. 
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FRANK ANGONES: We said when we started the show that we wanted our 
version of DuckTales to do for Donald what A Goofy Movie did for Goofy, 
which is take all of the traits that you know about him and make him a 
relatable three-dimensional character. And this was the episode where | felt 
like, yeah, we can say pretty firmly that this is our statement on that. There’s 
something great about a character who is famously angry, whose most fa- 
mous trait is he flies off the handle, and him realizing he has to be there for 
his kids and go to therapy. It was another opportunity to tell a story that you 
don’t necessarily see in kids’ cartoons, of him trying to channel his negative 
feelings into something positive. Whenever you see Donald get mad, from 
here on out, I'll always think he’s mad because he thinks life is unfair, and 
he feels bad that the people he loves have to deal with that, and that’s why 
he’s flying off the handle. 


MATT YOUNGBERG: As we were progressing through the season, we needed 
to show even more of why Lunaris is a threat. So you're seeing that he is a 
master planner who’s got everything figured out, but then at the end of the 
episode, we’re also putting him up against our best fighter, which is Donald 
Duck. We’d established that when Donald goes into his berserker rages, he 
can beat anybody. But then when he goes up against Lunaris, and Lunaris 
can easily deflect him and take him out, we see that Lunaris is also a master 
fighter. It was elevating his threat a little bit more, so that when we get to 
the season finale, we feel like this villain is a hugely legitimate threat to our x : ] - 
Duck family. ao LS P 


SEAN JIMENEZ: Jason Reicher and | are both fans of Stanley 
Kubrick’s 2001. It was not written in the script, but while he 
was storyboarding the sequence of Donald rocketing back to 
Earth in the capsule, he thought it would be fun to reference 
the star gate sequence in 2001. There wasn’t much time to do 
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it, but whenever we had a tricky, weird compositing problem, 
I'd get David Cole on it. My only direction was that | wanted to 
emulate that sequence as closely as possible, but a slightly more 
cartoony version of it. And David Cole built out these long pans 
and composited the sequence. 
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MATT YOUNGBERG: This was a big experimental episode for us, in a lot of fun 
ways. 


FRANK ANGONES: Emmy Cicierega had done such a fantastic job as a story- 
board artist, and she had such a distinctive voice in all of her boards. She 
always added jokes. She had done writing for books and other shows before, 
and we wanted to give her the opportunity to do a story. 


EMMY CICIEREGA: | was asked if | had any interest in writing, and | said, 
“Yes!” The writers approached me, like, “We know that you love visual com- 
edy, and we know that you love doing the trippy stuff, so whatever this is, we 
want it to be chock full of that stuff.” 


FRANK ANGONES: When you have someone like Emmy, you want to give her 
free rein to do as many weird things as possible, so we came up with the idea 
to do a Nightmare on Elm Street: Dream Warriors thing. Very organically, it 
grew into a Lena and Magica story. We hadn’t said where Magica had been. 
This seemed like a really interesting and appropriate way to bring back this 
figure that loomed so large in Lena’s head, even after she had freed herself 
from the shadow dimension, and have her confront Magica and say, “You 
have no power over me anymore.” And then you also had all of the fun of 
figuring out what everyone’s dream lives would be. 


EMMY CICIEREGA: | was really hyped for it to be a Lena episode, because then 
it could turn into a kind of horror story. | wanted it to be a fun, Halloweeny 
kind of episode. It’s a slumber party, you get scary things happening, and 
reality is warping. Having no adults be around was really, really fun, because 
you get to spend more time with the kids. 


SUZANNA OLSON: This episode has Emmy’s DNA baked into it, and it has a 
tone and a style that fits within the DuckTales world, but it’s very much her 
voice and perspective, which is what we wanted to do with our codirectors 
and our cowriters. 


EMMY CICIEREGA: | wanted there to be at least one scene that made me 
laugh, because that’s always my goal for anything. If | can make myself 
laugh while I’m boarding, then I’m happy. And | wanted it to have as much 
weird stuff as possible. 
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SEAN JIMENEZ: When we were in the dream world, since these were a series of different characters’ dream states, | wanted to self-color the lines, so that each 
dream sequence was relatively monochromatic, assigned to the representative color of whoever’s dream it was. You went from dream to dream to dream, 
and it’s all keyed to that character’s standard color. 
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TANNER JOHNSON: | love the notion of Phooey. Phooey 
Duck was the name of the fourth triplet that would 
appear anytime an artist accidentally drew an extra 
triplet in the comics. | always liked to incorporate 
Phooey Duck wherever we could. Huey has the hat, 
Louie has the hoodie, and Dewey has his shirt. We 
needed an iconic look for Phooey, and Ben Holm EMMY CICIEREGA: | had high hopes for 
gave him a T-shirt and the knit cap, which fit rightin. _ Long-Leg Huey, but | had no idea it 
would be so popular. 
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FRANK ANGONES: We wanted to do something with the classic story of 
Cornelius Coot and the golden corn for Duckburg. This episode is really about 
Della being back, and now Webby doesn’t know where she belongs and feels 
that she can’t live up to Della Duck. It was her finding Della’s journal and 
feeling, “| was the young adventure girl, but Della outpaced me every step of 
the way, because | was locked in a mansion for ten years.” 


MATT YOUNGBERG: We had a determination to make sure that Della was inter- 
acting with the boys, and we saw her individual relationships with them. But 
this was the opportunity also to see what her individual relationship would 
be with Launchpad and Webby. They are a part of the family, and Della being 
there impacts them, as well. 


FRANK ANGONES: And then we also have Launchpad’s reaction to Della’s 
return, and how adrift he feels now that there’s a competent pilot around. 
It’s just one of those things where you introduce Della, who’s a pilot, and 
it’s like, “Well, we already have a pilot. So what does that mean for our 
pilot? Let’s do a story about that.” It took a lot of legwork to figure out in 
what sense Launchpad is a better pilot than Della. Is crashing better than 
not crashing? | love it whenever Launchpad proves himself to be not just an 
idiot. He’s like, “Oh, I’m holding together that thing with gum because it 
allows the skywriting thing to vent. I’m not a total idiot.” Which sets him up 
in a place where Della has to admit his way, though it is dangerous and she 
doesn’t care for it, is the right way. 


HERE STANDS 
+ CORNELIUS COOT 


GREAT HERO WILO VANQUISHTED 
THE BRUTES 
AND FOUNDED OUR DUCKBURG FAIR. 
TO TIM WE DEDICATE TITS SQUARE. 


FRANK ANGONES: A statue of Cornelius Coot used to be in Mickey’s Toontown, 
in Walt Disney World, and the engraving on the statue that the kids read is 
a variation on what the actual text was in the park. 
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SEAN JIMENEZ: Christian Magalhaes and Bob Snow wrote out a big finale with 
all of this corn popping, but the script was vague on the logistics of how that 
worked and how it all tied back to Cornelius Coot. None of that was worked 
out. It was all abstract. So | went to the WDI library, and | looked up farm 
equipment related to corn. Poring through a stack of books, | came upon 
this tiny corn silo called a corncrib. A corncrib is a silo for storing corn that 
comes to a peak, and there’s a hole at the top. So it was perfect for what 
we needed for the big popping finale in the episode, because | figured you 
could put them up on a platform, light a fire in that space underneath, and 
the resulting popcorn would burst out the top. And then it made sense that 
it would be something Cornelius Coot could have deduced as a means to 
create the sound of gunfire to scare off the Beagle Boys. And it passed the 
Matt test, because it felt plausible. Cartoon magic is your last resort. 


iMEPHOON 


EPISODE 21 


FRANK ANGONES: We had been layering in a very subtle runner throughout 
all of DuckTales with Gyro’s various brands of tech. In season one, it was 
BulbTech. And then in season two, there was both GoldTech, that runs 
the Spear of Selene, but also TimeTech. GoldTech was what he did before 
BulbTech. TimeTech is his new thing. But because of all of the time non- 
sense, time got very, very thin. We had been playing with time too much. 
Gyro went back to the Old West, and Scrooge and Dewey both traveled back 
in time during the Christmas episode. So it felt like a very organic way to say, 
“Yeah, time can be broken.” 


MATT YOUNGBERG: To keep with our ethos, if it’s a time-travel episode, it’s not 
exactly traveling through time, it’s time traveling to us. You still get to have 
all the fun of all these crazy interactions with all these different time periods, 
but you don’t have to spend much time in any of them, because this crazy 
storm brings them all to us. This story was a good opportunity to explore 
the relationship between Della and Louie. As Louie’s arc was progressing, 
he was trying more and more things to figure out his angle in the family and 
how to create his own fortune. But then this scheme got out of control, and 
Della has to learn how to teach her children that there are consequences to 
actions, and she needs to not always cheer on recklessness. She needs to 
understand when recklessness is going too far. 


SEAN JIMENEZ: We didn’t know what Bubba’s prehistoric caveman world 
would look like, so my frame of reference was Land of the Lost. 
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SEAN JIMENEZ: The timephoon was tough to crack—to find a way to show it but not have 
the effects of a vortex. In talking to Jason Zurek, my thought was that we keep the typhoon 
outside of this environment we're in, in the manor, so we could have all of the kinetic activity 
be these lightning bolts coming and constantly shooting through the environment, to show 
the threat that could zap them and pull them away. It would bust the bank if we had to have 
the roof rip off and people were sucked away, so this solution was our workaround for that. 
Having people be zapped, and then that moment of eerie quietness, is a drama-heightening 
discovery that came from animation problem solving. 
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FRANK ANGONES: There wasn’t a lot of opportunity for the classic villains to 
team up in the first season. It was something that we had talked about doing 
as an extended back half of this season, of Glomgold trying to recruit each 
of these members, but it just felt like there was too much story going on. It 
was a thing that used to happen in the latter half of the original DuckTales 
series, where you would get Glomgold and Magica teaming up, or Glomgold 
hiring the Beagle Boys. And so we thought it would be fun to smash all of 
our giant-ego villains together in a delightful mélange. We talked about all of 
the villains being dark reflections of some aspect of Scrooge and his family, 
and so we were like, “All right, let’s take that dark aspect of Scrooge and his 
family and actually make them the dark mirror of Scrooge’s family.” Here are 
the good guys, and here are their opposite number, and line them up. And 
it was the “Will Louie turn evil?” story. We had jokingly established Louie in 
the pilot as being the “evil triplet,” and so this was trying to pay off on the 
promise of that. 


MATT YOUNGBERG: And that’s all the backdrop of one of the wackiest, craziest 
episodes. But it’s what we do on DuckTales. We're balancing. The Louie 
story line needed to have the right kind of depth and feeling to it, because it 
was balanced against this cavalcade of comedy characters, and even Louie 
himself is a funny character. So the message needed to be very clear. 


FRANK ANGONES: Neither Louie nor Della is in the right. Della is just trying 
to figure out how to be a mom. There was a lot of hemming and hawing 
about the exact wording of the message that Della was sending to Louie 
that set him off. We knew it had to reiterate his fear of being on the outside, 
from “Most Dangerous Game . . . Night.” | think we did a pretty good job 
of threading that needle, because you had to believe it was enough to get 
Louie to turn evil and join Glomgold’s gang, but you also had to believe that 
it was something that could spur Louie to want to use his abilities to prove 
to his family that he was capable of being a part of the family. He used his 
scheming skills to be a part of the family. This is the proof of Louie’s ultimate 
skill: he defeated all of Scrooge McDuck’s greatest villains with a pen stroke, 
which is the true mark of him being sharper than the sharpies. 
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MATT YOUNGBERG: The Shorts department were doing these “Theme Song 
Takeovers,” and we were like, “Well, what we want to do is have Glomgold 
actually take over the theme song for the episode, so let’s work together on it.” 
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FRANK ANGONES: It seemed like the most obvious thing in the world to do a 
“Louie becomes the richest duck in the world and everything is great and 
he loves it” story. And the most DuckTales thing in the world would be to 
undercut that by having him realize, “Oh, this is a ton of hard work. This 
is not actually what | want at all.” Because we had the big finale coming 
up, this needed to be the big personal payoff to the Louie Inc. story. | really 
liked the fact that Louie gains knowledge in this episode so that his arc isn’t 
resolved in the finale; it’s actually resolved here but provides him knowledge 
for the finale. 
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FRANK ANGONES: We wanted Bombie to be a 
mystical karmic force that will always hunt down 
the richest duck in the world. He’s the literal- 
ization of the pressure, the responsibility, the 
danger, and the fear that comes along with being 
so greedy that you would want to be the richest 
duck in the world. 


FRANK ANGONES: If you settle on your themes at the beginning 
of the season, and if you know where your stories are going for 
these characters at the beginning of the season, then—if you've 
done your job and laid the groundwork well enough—you find 
that all of those themes come to a head. Besides the scale of 
the episode, the real miracle of “Moonvasion!” is that all of the 
different arcs came to a head. If you look at season two from 
a Louie perspective, it’s about schemes. | always used to refer 
to the theme of this season as “The Best-Laid Plans of Ducks 
and Moon Men Are Torn Asunder in the End.” Della had this 
plan about how her life was going to go as the mom to Huey, 
Dewey, and Louie, and it got completely thrown off track. Louie 
had this plan to become the richest duck in the world, and it got 
completely thrown off track. Glomgold has nothing but schemes, 
and his plans are always foolhardy and insane and ridiculous. 

It all comes back to that Scrooge theme of being sharper than 
the sharpies, and that’s how we built Lunaris—as this guy who 
had been crafting and finding every angle of this plan since he 
was a kid. You see in “What Ever Happened to Donald Duck?!” 
that he’s been prepping this in the background for forever, and 
he’s insanely overly prepared. And so you can see where the 
Lunaris story, the Louie story, the Della story, and the Glomgold 
story that we had been telling all the way through season two all 
tie together. There was so much joy in the writers’ room when we 
decided that it was Glomgold’s cockamamie scheme that would 
save the Earth. And within that ridiculous scheme, Glomgold 
manages to get his fortune and his company back and come off 
as the hero of Earth. 

And finally, we got the reunion of Donald and Della Duck. We 
felt like we had enough real estate in this episode to do it right 
and to introduce onscreen, for the first time, Donald Duck to his 
twin sister, Della. 
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SEAN JIMENEZ: Once we had the Spear of Selene designed, we had the Moonlander ships, as 
well. The issue became how to handle the shift in scale from the regular Spear to the combat 
versions, the hologram version, and then to the monstrous planetary-engine version. Placing the 
hologram version on top of an existing image of Killmotor Hill, above the mansion, is what gave 
us the size and scale for the first of the massive ships. But then there was the planetary-engine 
mother ship out in the ocean, which is even bigger. 
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SEAN JIMENEZ: To achieve Lunaris’s plan, his 
ship needed to be upside down, so the en- 
gines could push the Earth out of orbit. But 
that would mean that Lunaris’s command 
bridge in the ship would also be upside 
down. Because this is DuckTales, we worked 
in a logistical solution which most people 
won't notice: that the bridge is actually de- 
signed to rotate. 
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SEAN JIMENEZ: The choice of everything getting 
cold and being frozen came out of a functional 
issue with where the mother ship was going to be. 
It makes sense to put it out in the bay, because 
we didn’t want the production difficulties of a big 
fight happening in the streets of Duckburg. But 
then how are you going to have a giant fight tak- 
ing place out in the bay? On boats? But then if you 
freeze the bay, you have this big open space. And 
then Frank and the writers were able to tie it in to 
the story and Lunaris’s plan of putting the Earth 
off its normal course, which causes everything to 
freeze over. 
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MATT YOUNGBERG: We approached this whole episode knowing that 
we wanted to do a really epic CG dogfight. 


SUZANNA OLSON: | had experience working with Rough Draft on 
Gravity Falls, with the Shacktron, so when it came time to do a CG 
space battle, | reached out to them again. 


TANNER JOHNSON: Rough Draft also did all of the spaceship stuff for ction totes ial | 
Futurama. Getting to work with them was terrific, and | think the | 
proof is in the pudding. 


Dialog 
Dialog | 


MATT YOUNGBERG: The tease for season three was the 
big reveal of Bradford being FOWL the whole time. We 
knew that that was going to be something that would 
surprise the fans, as no one had picked up on it yet that 
he was a big bad who was behind everything. 


FRANK ANGONES: We had teamed up all of the classic 
DuckTales villains in “GlomTales!” FOWL was our 
opportunity to put together all of the villains that we 
had come up with that we really liked. We brought 
Rockerduck and Jeeves back, and Black Heron in, 
because we liked them so much. And then we added 
surprises, like Phantom Blot and Steelbeak. 
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FRANK ANGONES: Because we knew this was the season of Huey, we talked a lot in the writers’ room— 
and Madison Bateman led the charge—about the idea of Huey learning that it was okay to fail. In that 
realm of kids’ show morals that you don’t see often, but you feel are important for kids to learn, is that 
it’s okay to not be the best at something. Having Huey come to accept that maybe he’s not the best 
Junior Woodchuck was about knocking him off of his footing, which was a place that we were going to 
get him to by the end of the season. A lot of this season was about having Huey question things that 
he assumed to be true. 


MATT YOUNGBERG: And then we had to pair the Huey story with the thrust of this season’s big adven- 
ture, which was the hunt for the missing mysteries, which were these things that Isabella Finch had 
been looking for but hadn’t discovered. 


FRANK ANGONES: We knew that we were going to reveal that Isabella Finch was the source of Bradford’s 
hatred of adventure, in the same way that she was also a person who inspired Scrooge to adventure. 
We like the idea of saying, “When Scrooge was a kid, who was his Scrooge?” Who was the adventurer 
that Scrooge would read about and say, “I love this”? And so this was to establish her in an interesting 
way—that Scrooge and Bradford had parallel origin points for the one’s love and the other’s hatred of 
adventure, both stemming from Isabella Finch. And also having the relationship between Isabella and 
Bradford mirror the relationship between Scrooge and the kids. 

This is where we established that Lena was adopted by the Sabrewings, and this is where we 
established Violet’s dads. | liked the reveal that Violet has also won several failure merit badges—that 
she’s tried this challenge before and lost, and Huey hadn’t clocked that. 
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VALERIE SCHWARZ: All these 
backgrounds have so much 
specificity to them that 
is referenced from all the 
material pulled from Camp 
Woodchuck, especially in 
the lodge. 


SEAN JIMENEZ: When the writers were breaking 
this story, we were looking at a lot of Junior 
Woodchuck material. While visiting the WDI 
library to do research, | found out that there was 
a whole area in Tokyo Disneyland themed around 
the Junior Woodchucks, called Camp Woodchuck. 
Imagineering had done quite a bit of research in 
order to put loads of Easter eggs in their designs, 
so it seemed like a cool idea to work together 
and bring some of those elements from Camp 
Woodchuck into our episode. | had worked at 
Imagineering, so there was a lot of rapport there. 
Madison Bateman was so excited that this epi- 
sode could tie into Camp Woodchuck, and then 
there was tons of logistics once we started baking 
these locations from the park into the narrative. 
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FRANK ANGONES: We pulled in a lot of the Junior 
Woodchuck lore from both Barks and Rosa, in 
terms of the tittertwill and the Junior Woodchucks 
logo, upside down, being the tittertwill. 


140 


FRANK ANGONES: We had tried on several occasions to do what is traditionally 
called a “bottle episode,” which, as we’ve mentioned before, simply doesn’t 
exist in animation. So | went over to Matt’s office, and | asked him what 
would actually be a production saver that would actually be easy to pull off. 
And Matt was like, “Something with just three backgrounds, and only ever 
shooting those backgrounds, like, from two different angles.” And off of that, 
we were like, “Oh. So let’s do a multicamera-sitcom episode of DuckTales, 
as a production saver.” And then we just worked backwards from that idea, 
necessity being the mother of invention. 

Then it was us figuring out what a traditional-sitcom version of this family 
was versus the adventure-family version. Then we remembered, “Oh. Right. 
There was a sitcom version of the show. It was called Quack Pack.” It was 
the follow-up to DuckTales and was way more about Donald and teenage 
versions of Huey, Dewey, and Louie having antics. It was way more of a silly 
comedy than a thrilling adventure-based show. It was building off of that, 
and then immediately turning it into a Twilight Zone-type thing. There’s 
nothing more fun than a classic Danny Pudi Huey spinout, having Huey 
panic as he notices that everything about the sitcom world feels wrong. 
Driving Huey just a little nutty was always super fun. 

Once we knew that this was a juxtaposition of what a traditional sitcom 
would be like versus what the DuckTales version would be like, we then 
pinned the story on Donald having made a wish that his life would be nor- 
mal. So it was Della never having been lost in space, and nobody getting 
hurt, and all these wonderful things. It’s actually a huge episode for Donald 
and him coming to terms with his panicky arc of the past. We knew we were 
going to set him up for his Daisy romance this season, and that was going to 
be his arc. So before that could happen, this was him coming to accept that 
his family is, and always will be, an adventure family. 


MATT YOUNGBERG: Since we needed something that was a little more 
simple for the design team, we designed the episode using a few man- 
sion “sets,” and then the board artists reused those sets over and over. 


SEAN JIMENEZ: When they said it was going to be like a sitcom with a 
three-camera setup, | got really excited. A lot of my development work was 
figuring out what would represent the audience point of view of our sets, 
and how those could also become the behind-the-scenes views. If you’re in 
the three-camera setup, the camera is always trucked in enough that the 
world is filled up. But the minute you reveal the audience, the cameras are 
now seeing the stage and what’s behind the stage. And what’s behind the 
stage should be otherworldly. | think the fun part about this episode was that 
everything should just feel super unsettling. 


MATT YOUNGBERG: Initially in the script, the au- 
dience characters were written as bigmouthed 
monsters. They were just supposed to be these 
giant lips with teeth, laughing in the darkness. 
| was trying to wrap my head around that and 
then, looking at the original Quack Pack series, 
they had these humans—and the designs of the 
humans in that world looked horrifying to me. 
And so we went to the old Quack Pack designs, 
pulled them in, and then gave them these rictus 
grins to make them even scarier. 
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MATT YOUNGBERG: We pulled reference from DuckTales the Movie for Gene 
the Genie, and then we reimagined him to fit within our own universe. 
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MATT YOUNGBERG: For Frank, his most important episode was getting Darkwing. But for me, 
it was doing a “Double-O-Duck” episode. It was one of the episodes of the original series | 
remember most fondly from when | was a kid, because it was like bringing adult spy movies 
into a kids’ TV show. And so this was a spiritual sequel to that episode. We even gave it a 
fancy sequel name and everything. It was hard to break the story on this one, it was so big. 


FRANK ANGONES: We wanted to do a riff on “Double-O-Duck” that was more of a traditional 
Bond riff than our Avengers riff in “From the Confidential Casefiles of Agent 22!,” which was 
more like a sixties swinging-spy pastiche, as opposed to a suave-spy riff. 


MATT YOUNGBERG: We needed to get into FOWL a little bit more than we had previously, 
since we were setting them up to be the big bad of the season. We hit on the idea of 
giving Launchpad super smarts, and he becomes fully aware of FOWL's master plan. So 
this was a good opportunity to show the audience what FOWL's up to but then erase it from 
Launchpad’s memory. The fun thing about this episode was leaning into a bunch of the 
tropes that we love from spy movies. 

Of course, it being a Dewey and Launchpad episode, we leaned in super hard to their 
friendship. Launchpad has insisted that Dewey is his best friend. For a couple of seasons, 
Dewey just kind of went along with it, like, “Yeah, sure. We’re best friends.” But in this 
episode, we solidified that friendship in the most beautiful way. 


FRANK ANGONES: It was taking a line that was a joke in the first season, where Launchpad 
tells Dewey that he’s his best friend, and that’s a gag, but then imbuing it with sincerity 
down the line. To have Dewey say that Launchpad was his best friend back was all that 
Launchpad wanted. 


MATT YOUNGBERG: This episode was a challenge because it was one of the bigger action 
episodes that we’d done, but we still leaned into the comedy. Having Launchpad realize he 
needs to be dumb to save the world is inherently funny. 
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SEAN JIMENEZ: Tackling the logistics of the space where the 
AR game was going to take place posed a particular chal- 
lenge, which is where my initial problem-solving designs 
came from. It was a really hard solve to make it work for 
the action. 
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SEAN JIMENEZ: There was going to be a big 
fight at the lighthouse, so we used our exist- 
ing Duckburg lighthouse location, but | had 
to figure out how they could be fighting on a 
satellite dish. | wanted to make sure that the 
reveal of the satellite dish felt compatible with 
the lighthouse design, like it had been hidden 
there all along. 
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MATT YOUNGBERG: Since the whole theme of this 
season was about legacy, we also thought a lot 
about the legacy of the Disney Afternoon. So 
we just went for it. “Okay, we’ve got this smart 
ray that makes people smarter, they’re experi- 
menting on rodents, and those rodents are the 
Rescue Rangers, then they get together to help 
each other escape, and then they end up helping 
Launchpad at the end.” 


EPISODE 4 


FRANK ANGONES: This started out as a Fethry Duck episode. We wanted to 
do a Beakley and Webby story that involved the Harp of Mervana to start 
tipping where the Beakley story was going for the finale. The main reason 
that they came across a hippie commune of mermaids was because it would 
make sense that Fethry would hang out with these guys, but having Fethry 
was just one of those things where it just wasn’t working. It was one element 
too much. 


MATT YOUNGBERG: We gave most of Fethry’s beats to Donald, so Donald 
gets there and then becomes very Zen-like, as this is the one place where 
he’s found peace, with these hippies. But it did give us an opportunity to 
have Scrooge be very Scrooge. He had such disdain for a lifestyle that does 
not involve hard work. This episode did a couple of really important things, 
including furthering the missing-mysteries idea, as this was one of their first 
outings to find the missing mysteries. Having it be the harp was a throwback 
to the original DuckTales series, which had this truth-telling harp who would 
declare in a singsongy fashion if you were “fibbing, fibbing, fibbing.” 


FRANK ANGONES: We wanted to do another Webby and Louie pairing, be- 
cause we hadn’t done one in a long time. And this is actually the inverse 
of their first pairing, in “Toth-Ra,” where it was Webby being worried that 
there’s some kind of danger in that temple, and Louie thinking it’s a con, 
and Louie being wrong. And here, Louie thinks it’s a con, and Louie’s right. 
And that destroys Webby. Louie’s cynicism beating out Webby’s optimism 
was a big deal. But to add in that Beakley element of, like, “Yeah, sometimes 
we don’t tell you everything, so that you can be happier. And maybe we 
should.” There were larger implications to doing a story about Webby finding 
out that sometimes grandparents lie to you to maintain your worldview. It’s 
not a clear-cut, typical moral that you get on many shows, where you can 
have a grandmother yell at her children, “Sometimes | lie to you to protect 
you from the hard truths of the world.” The hint towards a bigger lie, with 
the harp calling out Beakley’s fibbing at the end, was a huge foreshadowing 
of the series finale. 


MATT YOUNGBERG: This was a hard one. Turns out, when you do water-heavy 
episodes, they are very difficult. Especially coming in and out of water all 
the time. And monsters. We had done underwater episodes before, but fully 
underwater stuff ended up being a bit easier. But we didn’t want to have our 
characters just be in scuba masks the entire time, so we had to come up 
with the lagoon. 
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MATT YOUNGBERG: When we got to the castle, 
we wanted to make sure we weren't doing 
the classic European-castle type of thing. We 
wanted it to be different. So we leaned more 
into Asian influences to give it a different feel. 


VALERIE SCHWARZ: A lot of inspiration for the tunnels and caves came from the Saint Louis City Museum, which is made completely out of recycled materials. 
It’s a mishmash of textures and patterns and craziness, and it feels like one big piece of art. But one of the rooms is themed like an underwater-feeling place, 
and that’s what | drew upon. 
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FRANK ANGONES: This episode came from a pitch that 
Tanner Johnson had, which was the idea of a heist story 


where Louie had to team up with the Beagle Boys to 
break into the Money Bin. We had already done a “Louie 
teams up with villains story” in season two, but Tanner’s 
basic heist idea stuck around. We wanted to introduce 
Daisy as part of Donald’s arc, in that now that Della was 
back, Donald could maybe worry a little less about the 
boys. Now he had the opportunity to have things for him- 
self that weren't just about taking care of kids. And so 
we got him to get the band back together by bringing in 
the Three Caballeros, which was something we always 
loved doing, and we brought in Daisy Duck. 


MATT YOUNGBERG: From a writing perspective, a heist is 
not an easy thing to pull off, because you have to be a 
step ahead of your audience, and that is not an easy 
thing to do. 


FRANK ANGONES: It sounds great to do a riff on a heist 
movie, until you realize you have twenty-two minutes 
to execute a heist movie. And you’ve promised eleven 
members of this heist team. And so it became “Yep! Just 
any random person.” No one has to do two jobs in this. 
Everyone can just do one thing. And we bring them in 
and then that brings up the total a little bit. 


MATT YOUNGBERG: Usually, as a filmmaker, you want your 
audience to be with you, but in heist stories, you need to 
be ahead of them—not so far ahead that it won’t work, 
but far enough ahead that they don’t see. It’s very com- 
plicated. But | feel our reveal of Mark Beaks is a great 
twist on it—that he’s behind the whole heist. 


MATT YOUNGBERG: The main thing about this episode was introducing Daisy into our show. We 
had some different ideas at the beginning about how to bring her in—either as a documentary 
filmmaker or a reporter or as Glomgold’s assistant. But finally, we decided to introduce her 
organically, as her own character in her own existence, instead of being supporting to our cast. 
That felt like the right thing to do. We leaned into some of the things that are classic about her, 
like the fashion thing. In designing her, we referenced the Tom Oreb designs from the 1950s of 
a very stylized Daisy. | wanted to lean into that and get away from the classic animated-shorts 
version of her, just because she needed to be elevated a little bit in terms of fashion and style. 
She’s a fashion designer. We needed something more elegant than a frilly dress. She turned out 
to be one of my favorite designs of the series. 


SUZANNA OLSON: During one 

of the art reviews, | suggested ZS 
we look at Audrey Hepburn as 
inspiration for the hair, with the 
headband. 
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SEAN JIMENEZ: We had designed the mu- 
seum for “The Golden Lagoon of White 
Agony Plains!,” so a lot of this episode 
was re-dressing those designs and figuring 
out the logistics of the action within the 
space. We learned early on, when there 
was a lot of action happening within a 
space and a lot of angles for the board 
artists to figure out, to have David Cole 
do a CG model so everything could remain 
consistent. 
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EPISODE 6 


FRANK ANGONES: Between seasons one and two, | took a trip to Japan, and | walked around desperately 
looking for Astro Boy stuff, because | loved the original Astro Boy. Astro Boy’s creator, Osamu Tezuka, 
was inspired by Carl Barks comics. 


MATT YOUNGBERG: Frank had this idea about how BOYD was our homage to Astro Boy, and | was like, 
“Yep, there we go.” That’s all | needed to know. 


FRANK ANGONES: Up to that point, BOYD was a funny joke character that turned up in “Happy Birthday, 
Doofus Drake!” for a gag—and as a threat. We had also been wanting to do a Gyro Gearloose story 
for two seasons and change, and take the least likable character from our main heroes gallery and 
explain why our Gyro was so different from the version of Gyro in the original DuckTales and what had 
happened to him. 


MATT YOUNGBERG: This was our love letter to Japanese animation. It’s an episode where everything— 
from writing to directing to color design to design—every single thing came together so beautifully. It 
gave Gyro one of the most heartfelt moments of the entire series, and that ending of BOYD choosing to 
overcome his programming and to truly be a real boy was just a beautiful moment. We've also got Huey 
and BOYD going off on their own adventure and becoming best friends. 


FRANK ANGONES: At its core, it’s about a kid who’s just wired a little differently. And that’s okay. It’s a 
story about what is expected of you. And even Gizmoduck is wrong in this. BOYD doesn’t want to be a 
heroic robot. He doesn’t want to be an evil robot. He just wants to be a kid. 


SEAN JIMENEZ: If we normally treated every episode as a love letter to Carl Barks, this episode was a love 
letter to Osamu Tezuka. It wasn’t as big a swing in terms of style as it might seem, other than the fact 
that visually, it does look very different than all the episodes, simply because we colored the black lines 
out in the backgrounds. Usually when we colored the line out, it meant the color is almost the same 
as the shapes, so it doesn’t act as an accent. It just sort of gets out of the way, so the shapes can look 
good against each other. For this episode, | had this idea that we flare the line, making it an accent, so 
it feels heightened. It ended up looking really cool. This was the only episode that | color scripted. For 
the color script, it was Valerie who suggested Sailor Moon backgrounds as an inspiration. | also riffed 
on some of the desaturated color of 1960s Toho Godzilla movies. 


VALERIE SCHWARZ: The backgrounds in Sailor Moon are so gorgeous, and the palette is super limited. 
They’re very pastelly. Pastels were not something we'd do in DuckTales a lot. | feel like we found a really 
cool blend of the two styles. 
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SEAN JIMENEZ: Tokyo is incredibly busy and filled 
with massive amounts of signage. 


VALERIE SCHWARZ: This episode was a beast. 
There are so many backgrounds. We tried to make 
it easier by having the background artists draw 
flat versions of different assets, like a generic sign 
or a generic box, just to populate the environ- 
ments and to make it feel more lived in and lively. 
Especially in those alleyways in Japan, they feel 
really busy and full of stuff. And so we just created 
a bunch of assets to give our overseas studio so 
that they could plop them in, like a puzzle, and 
not have to focus so much on the detail. 
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FRANK ANGONES: In “Last Christmas!,” Scrooge talked to Dewey about all of 
the various responsibilities that take up his time, and he lists them as “my 
company, my family, keeping the world-eating serpent Jrmungandr at bay 
. ..” And then we had that in our back pocket for whatever we might need it 
for later, and it turned out to be this episode. 


MATT YOUNGBERG: The director of this episode, Tanner Johnson, loves wres- 
tling. And not only does Tanner love wrestling, but the writers’ room started 
getting really into the indie wrestling scene in Los Angeles. So we went to 
a few wrestling matches and met wrestlers. We just all got into wrestling, 
it was super fun, and then this episode gave us a great excuse to go watch 
more. This episode was Tanner’s milieu, and so a lot of this was relying on 
his expertise. The writers even brought him in to talk about specific wrestling 
things, and because of that, | feel like it’s a very accurate representation of 
wrestling. We did our homework. | mean, yeah, it’s fantastical and fun and 
ridiculous. And it’s in Valhalla. 


TANNER JOHNSON: It became important to the writers that this episode not 
be a huge pro wrestling-style event but instead be a smaller show where the 
stakes are high because we’re dealing with the end of the world. 


MATT YOUNGBERG: Dewey is so obsessed with being loved and everyone 
adoring him all the time that his brain can’t wrap around the audience not 
liking him. He thinks he has the best character in the world, Champ Popular, 
and that he’s super cool. And nobody loves him, because Jérmungandr is 
the hero. Everyone loves Jormungandr. And so it’s Dewey having to learn to 
embrace being a heel, because sometimes doing the right thing means that 
people aren't going to love you. That was a great lesson for him to learn. 


FRANK ANGONES: And this was part of Dewey’s growth arc in season three. 
He had to learn that sometimes being the hero isn’t about the glory. Since 
season three was about legacy, a more general theme was setting these 
characters up for the future. This was the first time Scrooge was admitting 
that one day, he’s going to be passing on his responsibilities of being an epic 
adventurer-slash-hero to the kids, and that they have to be ready for it. 
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VALERIE SCHWARZ: The architecture is very Nordic, with arched roofs and lots of wood. The 
artist who did the predesign for this episode was Luciano Herrera, and it really set the mood 
for the look. 


SUZANNA OLSON: From a production standpoint, you're trying to 
problem solve the crowd size and how to make it big and exciting 
and feel like a crowd but not add that extra line mileage to the ani- 
mators. So we used lighting very strategically to have the front of the 
crowd lit, so you could see those acting characters, but the deeper 
you got into the crowd, it got darker and more silhouette based. 


MATT YOUNGBERG: When we were in the ring, we decided to be 
extra stylized, with just the light coming from above, and if you’re 
looking out, all you’d see is black. You don’t really see the audi- 
ence or anything. 


FRANK ANGONES: Lena had come so far with her relationship to her past, and 
herself, and her magic, that the big idea here was that she was independent 
and she renounced the De Spell name. It was important to have Lena own 
her legacy. 


MATT YOUNGBERG: Lena had already overcome her fear of Magica in “A 
Nightmare on Killmotor Hill!,” but this was where she became truly indepen- 
dent of her. She had self-doubt at the beginning of the episode—her magic 
kept ruining things and was uncontrollable—but by the end, she has control 
over it, and that gives her the confidence and power to not worry anymore. 


FRANK ANGONES: To have a character using magic for good is almost never a 
thing that we had done, so this was setting Lena up for the future as being 
the protector of all things magical in the world of Duckburg. 


MATT YOUNGBERG: We also wanted Magica to get her powers back. Up to this 
point, we had de-magicked Magica, so the fun with this episode was playing 
with the idea that she doesn’t have magic, and she’s teaching Lena how 
to use her magic. By the end, Magica’s got magic again, but we wanted to 
show that, thanks to the training and thanks to her confidence, Lena is now 
able to stand up to Magica and is a more powerful magical being than her, 
so Magica shouldn’t mess with Lena. 


FRANK ANGONES: This was our formal introduction of the Phantom Blot, 
who’s a classic Mickey Mouse villain. 


MATT YOUNGBERG: He’s trying to remove all magic, which set up a very spe- 
cific threat to Lena, because Lena was created by magic. She is a completely 
magical being. And then that also gave us a real fun chance to bring in 
Gladstone, whose luck powers are magical. 


FRANK ANGONES: Tying him to magic was an opportunity to get him as a 
comic-relief character throughout this episode, which was going to be pretty 
intense. Whenever we had a heavy story, especially a heavy Magica and 
Lena story, we wanted to have something really silly to leaven it. 
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VALERIE SCHWARZ: We looked at different swamps with these tendril-like tree 
roots running throughout the landscape. Add a thick fog, and it’s the spook- 
iest place, perfect for Magica’s hideaway in the woods. In my predesign 
sketches, | was exploring how the swamp could look and trying to find a 
simplified solution to having a very dense and crazy-looking forest, because 
having a lot of tendrilly roots and organic shapes can get kind of busy and 
chaotic. Our background artist, Janie Lee, did such a good job with all of the 
foliage and gnarly-looking trees. She’s just a beast when it comes to organic 
shapes and nature. 
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VALERIE SCHWARZ: Magica’s whole house is full of pizza boxes, and all of the 
furniture is made out of them. Even her bed is pizza boxes, and the pillows 
are just open ones. 
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EPISODE 9 
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FRANK ANGONES: This is an episode that was entirely inspired by Sam King 
doing fan comics of Penumbra, and our continued effort to lift up new and 
interesting voices amongst our crew and give them opportunities both in the 
writing room and directing. 


SAM KING: DuckTales was full of really awesome female characters. But | 
noticed that characters like Launchpad, Glomgold, and Storkules were really 
physical, and we got comedy out of how far we could push them physically. 
We hadn't really been doing that with any of the female characters. | thought 
that Penny would be such a fun way to do that: to have a character who was 
basically indestructible, so we could get a ton of slapstick out of her. 


MATT YOUNGBERG: Sam really fell in love with Penumbra. She just had a great 
time riffing on what Penumbra and Della’s relationship was like by making 
these funny side comics that were the continuing adventures of the two, and 
they were really charming and funny. Sam was a storyboard artist, but with 
a really great writer’s sensibility. 


SAM KING: The DuckTales crew was really great about looking for what people 
were really passionate about and trying to give them opportunities to bring that 
forward on the show and bring them to the table. | had known early on in season 
three that | would be codirecting an episode, because | had talked about wanting 
to become a director. But they had seen ideas in my Penumbra comics that 
they liked, and Frank asked me how | would feel about cowriting this episode, 
as well. He was like, “You seem to have such specific ideas and thoughts 
about this. We want you to have your voice in the room.” And it was great. 


FRANK ANGONES: We weren't going to be dealing with a lot of Moonlander 
stuff in season three, because of all of the focus on Bradford and FOWL, but 
we thought the best way to touch upon them would be to focus an entire 
episode on the Moonlanders and how Penumbra felt as the only one who 
wanted to go back home. She was feeling really, really lost without her role 
and was trying to figure out her role here on Earth. She had been set up as 
the only Moonlander who was not taken with Earth, so the fact that she was 
now living on Earth was perfect and seemed like a perfect engine for comedy. 


MATT YOUNGBERG: It’s one of the funniest episodes of the season and a 
charming slice-of-life episode about Penumbra’s character and her relation- 
ship with Webby and the family. 
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SAM KING: | wanted the Moonlanders’ outfits to be eighties and nineties 
themed, because Bob had already set up that everything they know about 
Earth culture came from Della, who grew up in the eighties and nineties. 


MATT YOUNGBERG: Sam has a great eye for design and fashion for characters 
and a really funny sensibility. 
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SAM KING: | redesigned a bunch of Moonlanders 
for this shot. In the middle row, from left to 
right, are Jason Zurek, Bob Snow, and me. 
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VALERIE SCHWARZ: Because we needed to see so many different angles of the Glomwheel, we did 
a 3D model of it. It’s a circular shape that moves in perspective with all of these components on 
it, so it would get really complicated otherwise. 


ENI 


EPISODE 10 


~ =) 


FRANK ANGONES: The Halloween episode of DuckTales was a very difficult proposition. A Halloween epi- 
sode of a typical show is its spooky or scary episode with a monster in it. We had so many monsters on 
our show all the time that we couldn’t really lean into the spookiness of it, so we leaned into the more 
kid angle of getting candy and having that be the main thing. In the process of realizing what the heck 
is a spooky episode of DuckTales, we landed on the Huey of it. This being the Huey season, it’s seeing 
Huey being so meticulous and excited about his candy route. In the script, it got to this really interesting 
place that Christian Magalhaes hit: that when the kids were still living on the houseboat, Halloween 
was the biggest adventure they had. And now they’re all growing and moving on to different things, 
and they’ve faced real mummies and all of these other crazy monsters. It fit in nicely with our larger 
conversation in season three, which was the theme of legacy, and the theme of these kids growing up 
and growing out, but still wanting to hold on to something from their childhood. 


SEAN JIMENEZ: | thought it would be cool to merge 
the Psycho house, the house from Halloween, and 
the Amityville Horror house. | actually put a lot of 
energy into designing the house in development. 


MATT YOUNGBERG: Halloween episodes are hard, but they’re fun. It’s usually a full redesign of a show, 
because every single main character is in a new outfit, there are a bunch of new incidentals, everyone’s 
in costumes, and the backgrounds are all changed, because they have to have a Halloween theme. 
But we wanted to do a cool Halloween episode. It’s a fun way to mix it up a little bit. We threw every 
horror trope that we could come up with into it, including classic monsters, new monsters, and a scary 
haunted house at the end of the street. 
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SEAN JIMENEZ: When we were talking about 
it being a Halloween episode, | was think- 
ing in terms of color and what could be a 
good guide for it. We wanted it to feel like a 
classic. So we were talking about the Donald 
cartoon Trick or Treat, because there’s some- 
thing classic and wonderful about that, 
in terms of tone and mood. We were also 
talking about The Haunted Mansion and the 
artwork that came in the booklet of the LP. 
There are these crazy greens that are super 
seventies, smashing against these blues. 


MATT YOUNGBERG: As an overall adventure episode, this felt very classic in 
terms of DuckTales, but also very much our own show, and the twist was 
really interesting. The idea that the water from the Fountain of Youth actually 
drains people’s youth so that other people can steal it is an interesting twist. 
It’s a fun, bonkers idea that Ponce de Leon is still alive and is using the 
Fountain of Youth to retain his youth by stealing it from spring breakers who 
come and party at his resort's pool. 

We brought Goldie back to explore what Scrooge’s life means to him. 
Youth is exciting, but his life is about lived experience. It’s not necessary 
to be young to have a good life. And then FOWL is chasing after another 
missing mystery, the Fountain of Youth, so they send John Rockerduck. 


FRANK ANGONES: Scrooge and Goldie, through adventure, get young and get 
to live forever. And because he doesn’t put in any work, Rockerduck gets to 
live forever in the worst way possible: as a decrepit, old unfrozen creature in 
a baby carrier. He found a way to be even less mobile and more dependent 
on Jeeves, now Frankenjeeves. 


VALERIE SCHWARZ: The resort is supposed to feel a tiny bit gaudy and fake. 
Scrooge went to the cheapest place he could find in the Everglades, because 
he’s on this mission and didn’t want to spend too much money. So he found 
this weird hotel in the middle of nowhere. From a distance, the hotel seems 


grand, but when you get closer, it’s cracked and shoddy. It just exists as a 
means to an end for Ponce de Leén’s scheme. 


VALERIE SCHWARZ: Doing the flashbacks in a stylized way using the stained 
glass was a creative means to keep the animation limited, because too many 
flashbacks gets really heavy on design. Stylization is always the best, be- 
cause then you keep it contained to a couple of design theories and don’t 
have to create brand-new environments and backgrounds. They’re just a 
very graphic representation of what’s happening. 
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MATT YOUNGBERG: Aging Dewey up was hard to pull off visually, because the difference was really FRANK ANGONES: Having Webby slowly turn into 
subtle. So we had to do a little bit of work to make it feel right. If his proportions were too close to the © Scrooge over the course of having one bad day is 
original, then we had to stretch and pull and redraw sometimes just to get him to work proportionally, the least subtle foreshadowing we've ever done. 
because otherwise he just didn’t look very different. And nobody got it! 
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MATT YOUNGBERG: It was tough to figure out how best to show 
the reverse aging, when Scrooge starts getting old again, because 
there’s not a whole lot of detail in these ducks. So when they’re 
getting old, they’re not really changing that much. Some of the head 
shapes or placement of hair is changing, but it’s so subtle that we 
had to add wrinkles as Scrooge was getting older just to show that 
something was happening. There isn’t a ton different between old 
and young Goldie, other than her hair. 
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FRANK ANGONES: Darkwing Duck is the story of a father, a daughter, and a Launchpad, and how they 
come together to fight crime and fight for each other. Darkwing had been a big part of the DNA of our 
DuckTales. Because | obviously love this character, and | loved working with him so much in “Duck 
Knight Returns,” we wanted to honor the legacy of Darkwing in this season. We had to follow through 
on the premise of a father, a daughter, and a Launchpad by introducing Gosalyn into the mix. 


MATT YOUNGBERG: This episode is the payoff of years of planning and obsession. | made the joke, but 
it’s one hundred percent true, that DuckTales was the steppingstone for Frank to get Darkwing onto TV. 
It was the long game, and he played it. This episode is the culmination of that long game, giving us the 
Darkwing that we had been setting up this entire time, the adoptive father of Gosalyn and best friend 
of Launchpad, and them starting their own little family unit. That’s what we had set out to do with this 
character—to get him to this point, where he’s his own hero with his own crime-fighting family. 


FRANK ANGONES: And because Darkwing Duck, the show, was also a huge part of Launchpad’s legacy, 
this also became part of Launchpad’s legacy story. It’s about Launchpad finding a family, based on all 
the things that he really knows and he really loves. It became a very interesting challenge of how to, 
essentially, remake the Darkwing Duck pilot in a DuckTales world. How do you push the action? How do 
you push the design? How do you push all these things to still feel like an episode of DuckTales? That 
was Matt’s main marching order. And he kept us honest. 


MATT YOUNGBERG: This episode was our midseason tent pole, so it wasn’t just setting up Darkwing; 


it also needed to set up the rest of the season for our DuckTales characters or family. We needed to 
make sure that it tied into our overall FOWL story line, and that was setting up Taurus Bulba to be 
working with Bradford, and Bradford being revealed to Scrooge at the end as the big bad who has been 
manipulating everything. 


FRANK ANGONES: This episode was about finding a way to tie in Darkwing’s origin story with Gosalyn’s 
origin story, and to tie those in with DuckTales, Bradford, Taurus Bulba, and the missing mysteries. It 
was such a dream to essentially do a Darkwing Duck pilot in the middle of a series and know that we 
had been able to set ourselves up to get to that place. There was a little drop of our Darkwing in “Duck MATT YOUNGBERG: For Darkwing’s tower, we 
Knight Returns,” which was a very meta way to bring him in, but this was us going full Darkwing. As _ thought of it in terms of an industrial loft kind of 
we always said with everything in DuckTales, “You can be canceled tomorrow, so don’t hold back.” living and work space. 
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MATT YOUNGBERG: The console that controls the Ramrod was pulled from the 
original series, and it had that curved lip over the top of it. We took that idea 
and then built a more modern-looking console out of it, but it’s definitely a 
nod to the original. 


VALERIE SCHWARZ: Background paint in this episode is so beautiful. Emily 
Cole had to do numerous versions of the lighting effects for the Ramrod, and 
they’re all gorgeous. 


Page 102/319 
Panel 3 


3@Rs LGV) 
LAA IAS 


Dialog 
Dialog 


nardian Guardian 
eee ngerous!" Part I The St. Canar« to Ge 
410p-313 Act3 "Let's Get, Danas Btn Sanel @ 8c 
Scene 652 Pan = 


Dak 2258 TAURUS BULBA 
seis 225 TRORUS BULEA 
225n SRURUS 8 
<venis> 
ves 


‘Action Notes 
Not ‘Action Notes 
‘Action Notes 
: “The energy breaks B's hom. 
stumbles back. The energy z8ps B's hor. 
cuTTOHU 
‘Buba Explosion FX 
‘Smoke Bomb FX RAMROD Electricity FX 
Darkwing Smoke Bom 


Wi l) Use Melanie's 


Des! on 


fy een ens 
ts meg ME Tos tai 
Ted plum oc 8 cha 


wletnssie 
¢ Teety eats, Gues on 
aqgussve Gexe & Also 


Comade 
MATT YOUNGBERG: The Ratcatcher was a really difficult design to figure out— 
how to update it but keep some of its iconic look. It turned out to be one 
of the most difficult things about this episode, visually, because I’m super 
particular about cool tech and vehicles. There were a lot of fingers on it, and 
it was tough to pull off, but | think it looked pretty cool by the end. 
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St. Canard was a mix of gothic architecture. It’s an East Coast city in the 
way that Duckburg feels like a West Coast city. Designers Miles Schlenker, 
Janie Lee, and Sean Kenny did such a good job with the backgrounds in 


this episode. Because these were all entirely new locations, we couldn’t get 


away with any reuse. The lighting was very dramatic and intense, but with 
limited colors. 
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VALERIE SCHWARZ: Sean Kenny did a great 
job with the background design with all of 
Bushroot’s crazy vines. 


VALERIE SCHWARZ: Darkwing 
was supposed to feel a bit more 
slapstick, so all of the special 
poses and character designs were 
pushed more than we typically 
would for a DuckTales episode. 
The intent with Darkwing was 
to find more physical comedy, 
incorporating squash and stretch 
and poses that were a lot more car- 
toony than we would typically do. 


VALERIE SCHWARZ: Designing a background that was supposed to look like | FRANK ANGONES: | want to give a tremendous amount of credit to Tim Moen, 
the original DuckTales was cool. It’s a bit less in perspective, and a bit more Tapan Gandhi, and Sarah Craig, our character designers, who were able to 
rendered, in terms of the background paint. It doesn’t have the bold ink line _ take all of the different styles of these original Disney shows and figure out 
that we have in our DuckTales. Classic DuckTales had a wash look to it, how to incorporate them into a unified style so that each of these characters 
which was very different from what we did. is still recognizable but feels very much like they’re a part of our show. 


FRANK ANGONES: “Let’s Get Dangerous!” was so big in its scale and scope. This was our chance to check 
in with our characters after the huge revelation that FOWL is back and that Bradford is running it—and 
had been doing so under Scrooge’s nose the whole time. 


MATT YOUNGBERG: This episode is all about the fallout from that reveal. They’re on edge, and Scrooge, 
especially, is feeling vulnerable in a way that he usually does not, knowing that Bradford has been 
behind things for so long. Scrooge wants to make sure everything is safe, so he gets the Money Bin 
ready. This is our “Somebody’s trying to break into the bin” story, which is something that you always 
want out of DuckTales. But it’s not the regular take of the Beagle Boys trying to break in; it’s the family 
trying to overcome all of the traps in Scrooge’s new security system. It’s not an outside force—it’s an 
inside force. But then Bradford takes over the traps, so it’s the family versus the bin. 


FRANK ANGONES: We had a lot of fun with figuring out all of the traps. Two people that we’ve established 
are the sharpest sharpies in the family are Della and Louie, and it was a great team-up to have them 
dealing with the traps. 


MATT YOUNGBERG: Meanwhile, Webby and Beakley are at home, and Beakley is trying to prepare 
Webby, because she knows the danger FOWL poses. We’d been setting up Webby throughout the 
whole series. Beakley’s push to prepare Webby is because she knows what Webby means to FOWL, 
and she’s harboring this fear that FOWL is going to get Webby, and so she’s pushing Webby harder 
than Webby feels like she should be pushed. Webby pushes back, and so we have that amazing fight 
between Beakley and Webby. 

Huey is used to order. He wants to be able to prepare for the things that he can understand but 
realizes he doesn’t know how to prepare for this. He thinks he’s not prepared for the challenges ahead. 
By the end of the episode, though, they all feel prepared, because they’re adventurers who overcome 
obstacles. The doubt that the family is having throughout the episode is mirroring the doubt that they’re 
having about their ability to take on FOWL, but by the end, they’re ready to go on the offensive and beat 
FOWL to the missing mysteries. 


FRANK ANGONES: This episode is Scrooge overreacting to the fact that someone got one over on him. But 
at the end, Bradford lets them all know that while they were having these family moments, he was out 
there stealing all of the magical mysteries they had found. 


TANNER JOHNSON: We had a hard time figuring out 
the library, with the Rosa Runes, because you had 
to think very spatially about how best to use the 


space. 
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MATT YOUNGBERG: We had to bring in a special prop designer who does trans- 
formations for the big robot fight at the end, because it’s super complicated. 


VALERIE SCHWARZ: Matt was very particular about the robot design and figur- 
ing out how it transformed into its different stages. 


FRANK ANGONES: We wanted to showcase two things: FOWL working together 
as agents in FOWL, and the kids as adventurers. We really liked the idea of 
mixing up the kids into unconventional groups that we hadn’t seen. 


MATT YOUNGBERG: Each act in this episode is a different short that all fits into 
one larger narrative. It was fun splitting our characters into three different 
groups, and then having them go on three different adventures with their 
own story lines that all fit together into one cohesive whole. The FOWL race 
to the missing mysteries continues with the Sword of Swanstantine. 


FRANK ANGONES: Any opportunity | could take for Scrooge to have a big fight, 
| would, so | liked the idea of keeping him busy with Black Heron. They 
are so evenly matched that their fight runs through the background of the 
entirety of this episode. 


MATT YOUNGBERG: The first story line has Webby and Dewey team up as they 
go after Gandra Dee and have to do so without their sense of sight, so they 
have to adventure using their other senses. It turns out that Dewey is really 
good at using his other senses, because he doesn’t worry much and just 
goes for it. And then Louie and Violet go off and have a game of wits in this 
underground spice den against Rockerduck. It became a mix of James Bond 
and Indiana Jones, and Rockerduck is always a good time. 


FRANK ANGONES: It’s so rare, especially in our show, and in kid shows in 
general, where you get to have an entire ten-minute block that is a single 
scene of people talking. There’s lots of crazy stuff going on, obviously, but it’s 
mostly a scene of people talking. 
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VALERIE SCHWARZ: We wanted to get really specific with the architecture and 
the colors. | took a lot of inspiration from Istanbul, which has beautifully 


colored buildings everywhere, with very pastel hues. 


MATT YOUNGBERG: We had researched large markets, some fully inside and 
some outside, trying to find the right one. We made sure we referenced a lot 
of things that brought in the color of the life of these places, to lend a little 
authenticity. Even though we’re a crazy cartoon duck world, we wanted it to 
feel grounded and lived in and appropriate. 
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VALERIE SCHWARZ: When we enter Huey’s mind- 
scape, we simplified the backgrounds. It’s really 
cool, because it broke the style of what we typically 
do. It’s just the black-and-white watercolor version 
of the backgrounds, and it’s black and white to 
reflect Huey’s usual way of thinking. We only see 
color when he confronts the Duke. 


MATT YOUNGBERG: The third story is Huey and Lena taking on Steelbeak, and 
Lena using her magic to bring them into Huey’s mindscape, accidentally 
unleashing the Duke of Making a Mess. When Huey is at his limit and can’t 
handle it anymore, he goes berserk. He’s a lot like Donald, in that his rage 
can overtake him, and it becomes almost like a superpower. In this episode, 
he finally connects with that rage and learns how to control it and embrace 
both parts of himself. When they come out of his mindscape, Huey is able to 
use that new connection to his rage to defeat Steelbeak. And at the end, we 
furthered the story line of Webby and the clones, as Black Heron revealed 
that FOWL's real goal was to get a feather from Webby. 


MATT YOUNGBERG: Scrooge decided to put together another adventure team, which was a thing that was 
going to spin the kids into feeling a lot of self-doubt, so we needed to figure out a way to make Scrooge 
have to put together this alternate adventure team. The story difficulty was figuring out how to do it in 
an absent-minded way that wasn’t pointed at the kids at all. It was just that Scrooge was up against a 
challenge, he didn’t solve it, and he’s so focused on figuring out how to solve it that he’s like, “Oh, right, 
if we put together a team of people like this, it’s going to help us.” In his mind, he was never excluding 
the kids. But what came out of his mouth and what the kids were hearing was “I’m excluding you from 
my team.” And they took that really hard. 


FRANK ANGONES: We liked addressing Scrooge not realizing that he is withholding of praise and how much 
his approval means to the kids. And also having Della call him out on it, because he raised her, too. 


MATT YOUNGBERG: It became an opportunity for Della to become a great mom, where she sees these 
kids hurting for recognition and feeling down, and she wants to do something for them to give them 
an opportunity to show what they’re worth. And so when this opportunity to become gods comes up, 
where Selene is like, “Della, you should be the god,” Della instead looks at her kids and, feeling sad 
that they were overlooked yet again, is like, “No, give the kids a chance. | think the kids would be great 
gods.” And so each of the kids has their own little trial. And they all fail. But then they rally at the end 
to save Scrooge by harnessing each other’s specific powers. 


FRANK ANGONES: It was a tremendous joy to come up with what the kids’ powers would be. Huey’s 
made sense and was also a reference to the series Quack Pack, where Huey got an upsettingly large 
head from getting brain powers. Louie’s golden touch was something that we had played with for the 
pilot, when originally it was going to be a Midas Gauntlet instead of a Medusa Gauntlet. Webby’s is 
even more foreshadowing, pointing out that it would be very easy for Webby to go evil and just fall 
apart, with the best of intentions. | can’t tell you the amount of joy in the room when we settled on 
Dewey and we just said, “This is an audition. Dewey is a theater kid. He has one hundred percent 
forgotten the stakes and the context of the competition, and he is just going to do the audition scene 
from Flashdance.” 


MATT YOUNGBERG: We also furthered the relationship between Daisy and Donald. 


FRANK ANGONES: | would have loved to have done more Daisy and Donald stories, as they’re possibly © VALERIE SCHWARZ: Melanie Atwater designed 


the most functional romantic relationship in the show, and they are supportive of each other. 


Daisy’s car, and | love it. | want that car. 
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VALERIE SCHWARZ: Because we spent a lot of time in the forest, Janie Lee drew every single tree on 
a separate layer, so that we could mix and match and reuse them, and build out the forest that way. 
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VALERIE SCHWARZ: Crownus was a challenge, because he’s a giant creature, 
and he’s moving. But we also have our characters in close-up shots against 
him, where he’s a background element, so he wound up being a joint effort 
between backgrounds and character design. 
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MATT YOUNGBERG: This is a very classic DuckTales adventure, just instead of 
the nephews, it’s Della and Donald. We always talked about how they were 
the original adventure team, and it was fun to see how they became that. 


FRANK ANGONES: We talked so much in season one about how much Scrooge 
loved his time adventuring with Donald and Della, and how grand that was, 
that it was such a joy to see that in this episode and for it to be their first one. 
Scrooge didn’t consider anything that he did before this to be adventures. It 
was all scraping by, struggling, making his name, and earning a fortune. But 
this was adventure for the sake of adventure, and he kind of eased off the 
wheel a little bit and started to discover this thing. So you get to see a little 
bit of what he lost when Della was lost in space. 


MATT YOUNGBERG: This feels like a standalone episode when you watch it, as 
there’s not anything that really indicates that it’s tied into the larger arc of the 
season, but it is hugely significant due to the introduction of the Papyrus of 
Binding. A lot of the treasures that we’ve gone after are MacGuffins: they're 
there to be a thing that the characters are going after. The papyrus is another 
artifact, so it feels like a MacGuffin to get us to the next step. But in reality, 
this is the big thing. This is the artifact that comes into play in the finale, 
in the most important way, as it becomes the contract that Scrooge is going 
to sign, barring him from all adventure. But in this episode, the audience 
doesn’t know that yet. 


FRANK ANGONES: The first thing that | pitched to Matt about season three 
was the scene with Black Heron and Bradford, and the core of that dynamic 
became the core of the villain arc in season three. Bradford works at SHUSH, 
and he recommends getting rid of anything adventurous, because it would 
make their jobs easier and help their bottom line. He wants to start the 
Organization for World Larceny. Having Black Heron add the “Fiendish,” to 
make it “FOWL,” told you everything you needed to know about this rela- 
tionship and about Bradford as a character. But to see Heron drag Bradford 
along on this adventure, and to see Bradford’s evolution from not wanting 
to get involved in trying to prevent as much adventure as humanly possible 
to the moment that he signs the Papyrus of Binding—in that moment, he’s 
already gone. He’s already a villain. And he’s going to spend the next few 
decades of his life pretending like he didn’t do that. 


MATT YOUNGBERG: Bradford using the papyrus to erase Scrooge’s memory of 
his existence, so when he meets him at the end, he seems like the perfect 
candidate to work for Scrooge, was the moment where Scrooge’s world be- 
gan being manipulated by Bradford. 


MATT YOUNGBERG: The ship on top of the mountain peak was a nod to the 
centerpiece of Typhoon Lagoon, in Walt Disney World. It’s not exactly the 
same, but it was definitely inspired by it. 
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FRANK ANGONES: Captain Yellow Beak 
is a reference to the very first Donald 
Duck adventure story by Carl Barks, 
“Donald Duck Finds Pirate Gold.” 
Because we were telling the story of 
their first adventure, it felt appropriate 
to tie him to the papyrus. 


MATT YOUNGBERG: Back to Castle McDuck. We wanted to include as much 
historical McDuck family as we could, including Scrooge’s sister, Matilda 
McDuck. Having them go back to the family castle was the best way to dig 
into his family history and see more of it. But with our rule that the castle 
only appears every five years, we had to come up with a reason that it’s 
appeared again. We had a Phantom Blot episode earlier in the season, and 
we wanted to bring him back to get our family closer to the endgame. 


FRANK ANGONES: We wanted to make sure that every FOWL agent had at 
least two episodes: one in the first half, before they were fully working for 
FOWL and knew what their goal was, and one in the second half, where 
we knew what the stakes were. It was a gift that Phantom Blot had a magic- 
sucking device that could bring back Castle McDuck early. And then to 
explain that away, not as a devastating magical crisis but as the equivalent 
of when your parents can’t get the Wi-Fi to work, and Scrooge is called in 
and has to come back. 


MATT YOUNGBERG: Huey wants to go through this very methodical process of 
figuring out where the missing mystery is hidden, and Louie does not want 
to go along with it. He just wants the treasure at the end and is trying to 
shortcut everything, putting him at odds with Huey. 


FRANK ANGONES: Foreshadowing for the finale, this is a whole episode about 
Webby worried that she’s broken Clan McDuck and that she doesn’t fit in 
with its legacy. It’s emotionally priming her for the finale. The last time 
Webby was at Castle McDuck, she just kind of zoned out, and she did not ( 
get engaged in the adventure. But this time, she’s going to do everything she f 
can. It’s the story of a kid who thinks that it’s their job to fix a family. 


MATT YOUNGBERG: Emotionally, Webby continued to be the centerpiece hiding 
in plain sight. In this one, it was her feeling of connection to Clan McDuck 
and wanting so badly to be a part of it and do right by it, and then her fear 
that she’s responsible for breaking it. It put a lot of emotional stakes on her. 
By the end, all she wanted to do was fix everything and make sure that the 
family loved each other, but it’s not up to her to fix it, because it’s not her 
fault. She didn’t break anything—it’s just how families are. It was another 
means to have her connect with the McDuck family in a very personal way. 


FRANK ANGONES: This was a hard episode, because a lot of these rooms were 
not built. Hats off to director Matt Humphreys and his team, because the 
staging of the final fight is a marvel. It is something to behold, to be tracking 
multiple kids and having multiple characters having multiple arguments, 
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plus multiple giant statues fighting in the background of a room that is slowly 
coming apart. Sean Jimenez came back to help out on this episode, because 
he had so much institutional knowledge of Castle McDuck. 
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MATT YOUNGBERG: Even though this episode was a standalone, it also tied into some of the things that 
we had set up throughout the series, especially the idea that Scrooge loves Christmas but hates Santa 
Claus. We had set that gag up for a couple of seasons, and we knew we needed to pay it off. We knew 
it wasn’t just a gag. 


FRANK ANGONES: This was one of those happy accidents, where we had these throwaway jokes about 
Santa not being allowed in Scrooge’s house because of some bitter feud, but | eventually began to 
wonder about what the source of that falling-out could be. We had done the Christmas Carol thing in 
our first Christmas episode, and the inspiration for this came from all those classic Rankin/Bass specials 
where Santa Claus was a protagonist, and me realizing that Scrooge McDuck could very easily be the 
villain of a Rankin/Bass special. Scrooge has so many enemies, but he seems like he hates Santa more 
than all of them. And this episode was finding out why. What could that have been? It was because it 
was the first time that Scrooge had a business deal go wrong on him. He’d never had a business deal 
go wrong on him before. And he felt like he was betrayed by a business partner, and it made him, like, 
fundamentally untrusting. And it hurt even more because it was also the first time Scrooge had a friend. 


MATT YOUNGBERG: Scrooge and Santa were best friends. Scrooge doesn’t have very many. Especially 
in the time period when he meets Santa, Scrooge is a loner trying to make it in the world and make 
his fortune. And then Scrooge runs into this goodhearted guy who just loves hanging out with him and 
wants to do best by him, and they had this great relationship and had fun adventures together. We 
built their friendship to be something that was really important, and then reveal that it died because 
of this philosophical difference between the two of them, where Santa only wanted to do things out 
of the goodness of his heart, because it just made him feel good, and Scrooge didn’t quite understand 
that. Scrooge is not a bad guy. He views it as “We spent time building this business together, and you 
want to just give it away? That’s a completely ineffective use of our time.” And so Scrooge has to give 
up what he’d been working towards for Christmas, and Santa takes over. There’s this heartbreaking ' 
moment between the two of them, from the realization that they can’t do this together. Webby says, 
“Christmas is a sad story.” | love that idea that there’s this kind of real heart behind the reality of the 
Christmas within this universe. Scrooge is tied to these mythological creatures and these amazing 
beings, so let’s find the DuckTales reason for it. We didn’t want it to feel like a classically Christmas 
episode of something where it was “We have to save Christmas!” It is about saving Christmas, but we 
wanted to do it as a DuckTales adventure within the context of Christmas. Santa was willing to risk 
Christmas so that he could have his friend back. That’s the heart of the episode and why it makes it a 
classically Christmas episode: because it’s about finding the heart behind the holiday. I’m really proud 
of this episode. It was a lot of work to get it there, but it was a lot of fun. 
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VALERIE SCHWARZ: | was trying to make the back- 
grounds look like vintage Christmas card illustrations, 
like Currier and Ives. 


Page 189/236 
panel 4 


FINAL 


410p-302 " 


gow SANTA STOLE CHRISTMAS" FINAL, 
379 Panel 2 scent 


MATT YOUNGBERG: I’m not a big fanboy of many things, but the closest | come is Ghost in the Shell, and 
so when they told me the name of the episode, | was like, “Yeah, okay, we're doing it.” The pitch of the 


premise was very easy for me to say yes to, and the concept was super fun. It’s always tough to do a 
Gizmoduck episode, because you want it to be about Gizmoduck, and certain people want it to be about 
the kids. And so you have to make sure that you are finding good kid content within the episode, and 
the fun thing with Gizmoduck is his relationship with Huey. Being able to lean into Huey and Fenton as 
a comedy duo was really fun. 


FRANK ANGONES: We usually liked to do a Gizmoduck-focused episode in the middle of the season, and 
this was the latest we ever had one, but because of her setup, we didn’t want to tip that Gandra Dee 
was good too early. Ben Siemon came up with the idea of the GizmoCloud standing in for their relation- 
ship and not going public, because Gandra’s worried that people will judge her. She’s not fundamentally 
a bad person; she just got forced into this series of circumstances that made her make a lot of bad 
choices, and that’s how she ended up with FOWL. 


FRANK ANGONES: We had always tried to track the progression of Fenton’s ambitions, and the GizmoCloud 
is something that fully represents who Fenton is. It’s his magnum opus, because it’s taking science and 
giving it to everyone. Science should not belong to the super-rich people. It’s Fenton and Gandra having 
this really noble aim, and then seeing how easily it would be corrupted by someone like Beaks coming 
in, trying to monetize it and make it something dirty. Beaks and Fenton are the exact opposites of each 
other. They’re both brilliant fast talkers, but Beaks does not have an original idea in his head—he can 
only promote ideas. He can’t come up with anything. 

Our favorite thing in the world is making Huey neurotic and really pushing him to have to keep a 
secret. It cemented the friendship between Huey and Fenton to have them be allies. They’re the equiva- 
lent of Dewey and Launchpad, in terms of the adult friend who they’re probably going to grow up to be. 

Knowing that this was the last big Gizmoduck episode, you want to have everyone say “blathering 
blatherskite” and be in their own Gizmoduck armor. You want to have the return of tall Huey! 


MATT YOUNGBERG: It’s a pretty simple standalone episode, except for the twist at the end, where we start 
alluding to our endgame when Bradford comes in and orders that Gandra be taken to the Lost Library. 


VALERIE SCHWARZ: The look of the virtual world 
was a mixture of vaporwave, which was my idea, 
and the colors in the works of Maxfield Parrish, 
which was Sean Jimenez’s idea. Sean came in 
and did some freelance work on this episode. 
Because this was supposed to be a virtual 
dreamscape that Gizmoduck created, and it’s his 
romantic retreat where he hangs out with a secret 
lover, we were going for a blend of high-tech VR 
technology and beautiful classical paintings. So it 
feels very dreamy. 
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MATT YOUNGBERG: Frank really wanted to do Darkwing, and | really wanted to do Ta/eSpin. 


FRANK ANGONES: We had introduced Don Karnage in season one, and we wanted to pay that off by 
introducing the rest of Cape Suzette and the Ta/eSpin world. Tanner Johnson directed this episode, as 
well as cowrote it with Colleen Evanson. 


TANNER JOHNSON: | had a take on TJa/eSpin that | wanted to do, and Frank and Matt felt that it was a 
good opportunity to incorporate it into the overall arc of the season. | had always assumed that Ta/eSpin 
happened concurrently with the other Disney Afternoon shows, but it was just in a different part of the 
world. | was surprised to learn that it was a period show, happening during the 1930s. After | learned 
that, | thought, if | were to do Ta/eSpin, | would bring it into the current day. And | would have Kit 
Cloudkicker be the main character, all grown up. And since he idolized and loved Baloo, a grown-up 
Kit would be just like Baloo. 


FRANK ANGONES: If Kit Cloudkicker grew up idolizing Baloo with all of his heart and soul, then this is 
who he would turn out to be. Kit is ambitious, but maybe Baloo didn’t set him right. Kit is eager to 
prove himself. And then Dewey desperately wants to be the prototypical cool nineties-kid sidekick, with 
a skyfoil and catch phrases, hanging with Kit, who used to be that cool kid sidekick, but who’s now 
trying really hard to be an ace pilot. It gave us an interesting opportunity to tell a story about not being 
ashamed of the thing that you’re good at, just because you feel you should be good at something else. 


MATT YOUNGBERG: This was about giving Dewey his superpower. Basically, the thing that Dewey is great 
at, it turns out, is being a pilot. This was our chance to kind of really set that up before he gets his 
big moment in the finale against Don Karnage in the dogfight. It was also fun to play with the idea of 
Della knowing Kit from flight school and connecting those universes. Kit isn’t known for being a good 
pilot—he’s known for his cloudkicking. 


FRANK ANGONES: It was tremendous fun to put Huey and Della on a rollicking adventure, with Della 
being the overly supportive mom, and giving her some history with Kit. 

This episode also featured the introduction of the final missing mystery. We knew the Stone of What 
Was was necessary for the finale, as the creation of Webby involved the merging of DNA with robotics 
and all kinds of bananas Black Heron technology. In order to create May and June, we had to come up 
with a reason as to why FOWL had not created them sooner. That’s why the Stone of What Was had to 
be the cargo that Kit had lost in the past and needed to be recovered by FOWL in the present. 
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VALERIE SCHWARZ: Since this was another island episode, we wanted it to feel The fun thing about this episode was that the colors were really different. 
very different, so we gave it giant hilly mountains that look kind of ridiculous. | On the original Ta/eSpin, the colors were very vibrant, and the background 
The idea is that even the plants on this island are weird looking, because art was so beautiful. So to make it more like that show, we saturated the 
they’ve merged together. colors on this episode more than we typically do. The sky was very purple 
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FRANK ANGONES: This felt like a really important story to tell at this juncture 
in the series, because we’d never absolved Scrooge. Scrooge is not a great 
guy. Scrooge has done a lot of questionable things in his past. It was import- 
ant for us to show that he’d grown as a person. 

In terms of DuckTales villains, the big three are the Beagle Boys, Magica, 
and Glomgold. We wanted to have a progression in the flashbacks, where the 
first one’s not that bad. The second one is a little worse, but Scrooge is still in 
the clear. And then the third one is pretty bad. We had already done so much 
of Glomgold’s backstory in “Duke Baloney,” so his segment was a flashback 
to him in the eighties, at his height, when he’s the new, fun, charismatic bil- 
lionaire on the scene. This isn’t the origin of Duke Baloney—this is the origin 
of Flintheart Glomgold, the man who’s obsessed with sharks and bombs, 
who went from trying to seem like a good guy to being a straight-up bad guy. 

The Beagle Boy segment goes back to our desire to do an episode that 
showed where Scrooge swindled Duckburg away from Blackheart Beagle— 
or Pappy Beagle, as Ma calls him. Here, Scrooge is cocky, swaggering, and 
feeling his oats with not a care in the world. He’s going to con con men out 
of their hard-stolen money. But even that’s not that bad, because then you 
see that Ma Beagle was really the brains behind the outfit all along, even 
when she was only five. 

The last flashback was the big one . . . “Why does Magica hate Scrooge?” 
In a show that loves triplets and twins, we wanted to have Magica’s brother, 
Poe. Scrooge is coming to face the bad guys, but he’s not doing it to save the 
town. He’s doing it for his own profit. Magica was already evil, but we really 
wanted to get across that her unending ire towards Scrooge was deserved. 
You have to believe that, in that moment, if Scrooge had been decent, maybe 
it could have fixed things, and maybe people would have been spared a 
century's worth of Magica De Spell. 

Louie learns that he doesn’t want to be someone who creates this many 
villains. He sees that he was gearing up to have a lifelong enemy in Doofus, 
who had acquired magical means and recruited other villains in a case of 
petty revenge. The important thing was to give Scrooge some kind of emo- 
tional closure and to really show that he’s grown as a person. It was also 
leaning into the idea of the next generation learning lessons about what not 
to do, as well as that generation teaching lessons to the older generation. We 
wanted to show, in as clear a way as possible, that Scrooge has become a 
better person specifically from his association with his family. 
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VALERIE SCHWARZ: Sean Kenny did all of the courtroom backgrounds. | felt like 
the space was so simple that it wouldn’t feel as dreamy if it were just in black 
and white, so we needed to give it some weird color to make it feel more like 
they’re going to be judged in this karmic court. | was specifically referencing 
an artist named Helen Lundeberg, because she had such a great sense of 
color. We looked at a lot of surrealist artwork. The space feels very abstract. 
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VALERIE SCHWARZ: Miles Schlenker did such a good job 
with Castle De Spell. In season two, we saw a nightmare 
version of it, but this is the first time we designed the ac- 
tual castle. We wanted to firm up the details and have it 
be more grounded in our show’s reality while still feeling 
like the one we had seen previously. 
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FRANK ANGONES: This was the endgame. That Webby would be a clone of 
Scrooge, and therefore his daughter, Matt was shockingly excited about. We 
didn’t talk big plans in the early days, but the fact that he was so gung ho 
about it made me realize that it was a good idea, as long as we were laying 
references throughout the entire series that fed into that history. Huey’s main 
drive in this season was to figure out the mystery of the missing mysteries of 
Isabella Finch, which evolved into figuring out FOWL's plan. But the greatest 
mystery of our show is “Who is Webby?” 


MATT YOUNGBERG: And then the other focus of this episode was “Who are 
May and June? And who are they to Webby?” They basically go through 
their own arc in this episode, and we wanted to make sure they weren’t just 
villains. In Webby’s eyes, they're her sisters. They had to be fully fledged 
characters, because if there had been another season, they would have been 
a part of it. For three seasons, we've been developing Webby into her place 
in the family, so starting out on her birthday seemed like a really perfect way 
of solidifying her place, when the whole family is celebrating her. 


FRANK ANGONES: Knowing the epic action and depths of craziness that this 
three-parter was going to go to, we wanted to start in a more intimate place. 
We had to put a lot of emotional character work in the first part, particularly 
with Webby, and having her questioning herself for the first time. Webby was 
so excited to have this surrogate family that she never stopped to wonder 
what it would be like for her to have her own family. So what happens when 
someone comes in and says, “No, we are your family as well,” and challenges 
those preconceived notions? 


MATT YOUNGBERG: Beakley had been lying to Webby her whole life, knowing 
that she had been a creation of FOWL, but for the later reveal of the truth to 
have impact, Beakley’s story needed to feel real. When the twist happens, 
Webby really needs to feel it hit hard, along with the audience. If Beakley 
didn’t say it convincingly to the audience, basically, then the audience is 
going to see through it right away, and we didn’t want that to be the case. 


FRANK ANGONES: The big question April and June presented is: “Where does 
biological family enter into it?” At the end of this episode, it was important 
that it was Webby’s decision not to abandon her family, but instead to go 
undercover to figure out what’s going on. That is very much in her grand- 
mother’s training. Taking June’s place, tying her up, and then also bringing 
Huey along for that ride really cements the two of them as the kind of co- 
leads of this episode. But no matter what, the McDucks are her family. 
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FRANK ANGONES: It was nice to bring back Webby’s mystery board and see how it had evolved over 
the course of our series. It really became our version of the expanded family tree. In a show that is 


about found family, this is who Webby considered her family. 
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VALERIE SCHWARZ: As these were the final episodes, Matt told the storyboard 
artists and directors to go more crazy than usual and use more dynamic 
shots, interesting cinematography, and action. That posed a huge challenge 
for design, because that’s a lot more information to provide to our overseas 
studios, in order to draw those things in crazy perspective with all that detail. 


It’s a big task. But everyone did such a good job. 
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MATT YOUNGBERG: Taken as the second part of our three-part finale, by the 
end of this one, we needed to get to our lowest emotional point, which is 
Webby finding out the truth of her past and that Beakley had been lying to 
her. And we had to deliver it in a way where Webby, upon hearing it, would 
choose to help Bradford, just because she’d been hurt so bad by the revela- 
tion. It’s been a build going all the way back to “Mervana,” where Beakley 
promised not to lie to her, and it turns out that was a lie. She thought she 
was a daughter of someone, raised by her grandmother, but now she’s had 
all of that torn away, and she needs to know the truth—at whatever cost. 


FRANK ANGONES: This was even more ambitious than “Moonvasion” in terms 
of tracking so many different stories, fights, and arcs. Luckily, on our big 
board of characters, we had laid out which villains were specifically cali- 
brated to fight which heroes, and then defeat those heroes, and then which 
kids would stand up to those villains. This is where FOWL is at their most 
competent, so all of our greatest heroes get completely obliterated in the 
most fun, ridiculous way. It was such an elaborate puzzle, because we knew 
that we wanted to use every missing mystery in the finale, so they either had 
to tie into how Webby, May, and June were constructed, or they had to be a 
weapon that could be used to fight. 


MATT YOUNGBERG: This episode really does feel like a big, epic adventure. 
That's the promise of DuckTales: it’s a family show, a comedy show, and a 
globetrotting adventure show. This is our big one. We see Bradford’s plan 
coming together; we understand it more, and get the backstory of Bradford. He 
was a Junior Woodchuck, he hated doing it, and he despised his grandmother 
for taking him on all of her adventures. He hated the chaos of the adventures. 


FRANK ANGONES: This was the opportunity to split all of our characters off 
and have them do the thing you've always wanted them to do and give them 
their last hurrah. We knew that we were tying up all the threads, because 
the next episode really had to be about family, so this episode had to be 
about the promise of getting all of these characters in a big blockbuster 
action movie. 


VALERIE SCHWARZ: Designing the Library of Alexandria was a challenge. It 
was a lot to plan, especially to get the scale right, because it was so massive. 
It’s a big building, but it could easily look small. We needed it to feel massive 
and intense, because this was the site of the ultimate adventure. Nobody 
knows what the actual Library of Alexandria looked like, so we went with a 
blend of Egyptian, Greek, and Roman architecture. It needed to feel extremely 
old, and everything’s crumbling because it’s so ancient, but at the same 
time, Bradford has turned it into his own thing. So his additions are the dark 
metal ironwork. He’s not a designer, and he doesn’t care about history; he’s 
just trying to house everything. It’s a very stark contrast between the earthy 
historical architecture and his thick middle Gothic architecture. 
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VALERIE SCHWARZ: We originally saw the paintings 
of Isabella Finch in “Challenge of the Senior Junior 
Woodchucks!,” which were done by Rachel Yung 
and Tim Artz, and for the reveal in the finale, we 
had them go back and expand them out to include 
young Bradford. 
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MATT YOUNGBERG: Everything comes to a head. Webby goes along with Bradford, and she finds the 
Papyrus of Binding, not even realizing what it is. She just thought it was a thing that was going to tell 
her why she was created. But it’s yet another act of betrayal by Bradford, who only created her to get 
the papyrus. Bradford’s ultimate plan is just to get rid of everything fun and adventurous. He doesn’t 
get it, so no one else should get it. It’s closed-minded thinking like Bradford’s that keeps the world from 
being interesting. But once he gets the Sword of Swanstantine, it brings out his inner villain. 

Scrooge, the nephews, and Donald all exist outside the show, but the two characters that truly 
make it DuckTales are Webby and Launchpad. The whole series was about Webby, but the fight in this 
episode gave Launchpad his big moment to show why he’s important. 


FRANK ANGONES: Launchpad is just a dude who flies planes—and doesn’t do that well. And he’s sur- 
rounded by epic myths and superheroes and monsters and clones and secret organizations, and he’s 
feeling really out of his depth. We’ve established that Launchpad is the patron saint of heroes in the 
world of DuckTales, and so it really gets you when Launchpad puts on the Gizmoduck armor. 


MATT YOUNGBERG: On the roof of the library, Scrooge is at his lowest point as Bradford’s plan is laid 
bare, and he’s threatened by the loss of his family. It was a pretty big swing, and a cool thing to do, 
where the choice was to no longer adventure and have a contract to bind him to it. We took him off the 
table at the end of this, so that he had to rely on his family, and his family had to rely on the strength 
of their adventuring spirit that they’d developed through the series. 


FRANK ANGONES: Huey is smarter than the smarties. Dewey is tougher than the toughies. Louie is sharper 
than the sharpies. Our whole point at the end is that Webby earned her way into the family, square. 
One of the defining moments of the entire series is that after Webby finds out that she is actually related 
to Scrooge in this insane way, it does not change a single thing, because she already considered all of 
them family, and vice versa. It’s not that she’s blood related now, all of a sudden—it’s that she earned 
her place into that family with every step along the way. 

The most DuckTales way to defeat a villain was to have the villain say, “That’s the stupidest thing 
I’ve ever heard,” and have it work. In the pilot, we made a joke of Launchpad saying, “Family truly is 
the greatest adventure.” We seeded that in all the way through. When we pitched the series, we said, 
“Look, we will never actually say, ‘Family is the greatest adventure of all,’ because that’s corny.” But 
that was what the show was actually about, and by the end, we earned not only being able to say it, 
but that it would be the Excalibur that runs through the ultimate villain. 
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VALERIE SCHWARZ: A banana pan is a camera pan that warps in the shape of a banana, kind of like a fisheye lens. 


They’re really difficult to do, especially in such a rigid environment with so many details in the background. | think 


it took Miles Schlenker a week to paint this, but it turned out gorgeous. 
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MATT YOUNGBERG: The DuckTales World Showcase Adventure is a scavenger 
hunt where you get clues and puzzles to solve in the different countries with- 
in Epcot’s World Showcase. As with all things DuckTales, we really wanted 
it to be something special. It’s as close to a show experience as you can get, 
and we’re really proud of it. 


FRANK ANGONES: It is tremendously flattering, and I’m very excited that 
families are able to continue to experience DuckTales in Epcot. It’s an 
honor that very few animated series from Disney Television Animation get, 


©Disney 


and it was a joy to take one last adventure with everybody. It’s a great- 
est hits, with all of the main family and some of our craziest villains, in 
a very exciting interactive framework. It was just a natural fit—we’re a 
globetrotting adventure show, Epcot encompasses the globe, and there’s 
an adventure that we can have there. It was plotted with Imagineering, 
written by our staff, and performed by our amazing cast. | hope that it’s an 
extra little bonus gift when you experience the DuckTales World Showcase 
Adventure, and you get the feeling that you are on an actual adventure with 
our duck family. 
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FRANK ANGONES (Co-Executive Producer, Story Editor): Before DuckTales— 
creatively, personally, professionally—I wasn’t sure who | was. | knew what 
| was trying to be. | knew the types of stories that it would be great if | 
could tell. | wasn’t sure if | knew how to get there. | was kind of grasping at 
straws. In the process of making DuckTales, we all agreed that the show was 
fundamentally about family. And so | was able to take my own experiences, 
my own feelings about my family, my parents, my wife, my kids, my dogs, 
my friends, and put them into this show, because that was the theme. That’s 
what made sense. And what | didn’t know was that by doing that, | was 
putting everything that | was into the show. Other people did the same thing. 
Matt did it. The writers did it. Sean did it. Suzanna did it. Every board artist 
and every director didn’t just bring their best—they brought themselves. 
And in that process, the show became about who each of us were. Over the 
course of the five years | worked on DuckTales—the three seasons—it was 
the best creative experience of my life. It’s the creative experience that | feel 
like more than a few of us will be constantly comparing all future creative 
experiences to. | figured out who | was, | figured out the type of thing | 
wanted to do and the type of show | want to make—which was to take a 
thing that had been formative to me as a kid, to infuse it with everything that 
| had learned and everything that mattered to me, and to share that—not 
just with audiences, obviously, but also with the rest of this crew and cast. It 
was a tremendous gift. The story of the DuckTales production is about found 
family. This crew became a kind of ramshackle found family who cared about 
the adventure above all else. The tremendous amount of respect and joy 
that everyone had for each other came from the top, from Matt, and Matt’s 
willingness to collaborate, to hear ideas, and to encourage people to give 
their absolute best. We all fed off of that. 

It’s the happiest thing in the world to say that this show was an adven- 
ture. There’s truly no other way to explain it. These characters have been 
around a long time before us, and they’ll be around a long time after us. 
Hopefully, these adventures will live on for viewers, and for ourselves. It’s not 
just being proud of a thing; it’s being able to look at a thing and say, “Yeah, 
that’s who | am.” 
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JOHN AOSHIMA (Director): DuckTales was something that had been part of 
my childhood. Being part of this was truly a passion project, where the 
whole crew was really present and full of encouragement and support. | felt 
| had a voice in the creative process. There was enough there that | could 
really allow my imagination to expand out and explore how | could shape an 
episode. Pulling from the scripts—it allowed me to expand out of a standard 
kids’ show into making it a true adventure show. As a director, | had to live 
up to the level of attention and detail that was put in the writing and the 
art. There was a level of character, emotions, and pathos that was missing 
in other shows. Matt’s showrunning style was different than | anticipated, in 
that he really did give a lot of trust. Most of my directing career was about 
the animation director aspect of it, and not so much creative, collaborative 
participation, but DuckTales offered that to me and allowed me to stretch my 
legs in a way where | was able to take everything I'd learned in my career 
up to that point and put it into my work. | wanted to honor the writing on 
the screen. 


MADISON BATEMAN (Writer): The writers’ room chemistry was like light- 
ning in a bottle. Everyone had their own strengths, and everyone's skills 
just meshed really well together, elevating the stories we told. And per- 
sonally, we all got along really well. Colleen is the Lena to my Webby, 
and I’m so grateful for the lifelong friends we made on the show. It made 
everything more fun. One day in the writers’ room we played Carly Rae 
Jepsen’s “Call Me Maybe” fifty-one times in a row. Did it ever get old? 
Absolutely not. It’s the world’s most perfect song. Did it drive one of our 
writers to the brink of madness? Maybe. But, eh, just channel that into 
writing for Glomgold! | can’t believe the number of musical episodes | 
got to write on DuckTales, and | can’t believe Matt Youngberg let us do 
them. He always said he hated musical episodes, and yet every time we 
pitched one, he just went, “Okay, you sold me. Let’s do it!” | feel like 
if you didn’t come into DuckTales a musical fan, you were leaving as 
one, whether you wanted to or not. And hey! We were ahead of the sea 
shanty craze! 
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BECK BENNETT (Launchpad McQuack): | was so, so happy to be Launchpad. 
| feel truly honored to be connected to the legacy of that character. At first, 
it was like, “Oh, | get to be a part of my childhood.” And in the same way 
that Terry McGovern’s Launchpad was passed down to me, my Launchpad 
will be passed on down to whoever may play Launchpad next. It’s really 
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exciting to be cemented like that. This is something that has been around 
for a long time and will continue to be around for a long time, so it is kind 
of unbelievable that | have a stamp on that. Along with Saturday Night 
Live, I've definitely thought about how lucky | am to be part of these huge 
institutions and have a place in them. The work I’ve done has a place and a 
community. | think | was expecting the end of my time on the show to feel 
more dramatic, and then it was just kind of like, that was it. The sentiment 
of family at the end of the series stuck with me more than any of the heroic 
stuff. | really don’t know if my Launchpad is going to be coming back, but 
| could definitely see him coming back. He’s a part of the Disney universe, 
so he'll be around. It’s this immortalized feeling—that there’s something out 
here that is me. | feel so lucky. When | think about it—maybe because it’s 
an animated show, but | see this colorful world that includes all the people 
who created it and were a part of it. | really feel like | was thrown into a 
group of experts, and | learned a lot while doing it. | don’t think I’ve said 
his to them before, but a lot of the time, | was just trying to keep up with 
everybody. | don’t think that they would say that it ever felt like | was keeping 
up, because they liked my Launchpad from the beginning, but | respected 
everybody so much. | respected what they were doing with the series, with 
he writing, and even the way that Sam Riegel would direct my voice. | felt 
like | was with the sweetest, smartest, funniest, hardest-working people. 
I’ve done some other animated shows, and it’s not always that experience. 
Even if it’s wonderful people, it’s not the level of expertise and execution that 
| experienced working on DuckTales. I'll take DuckTales with me wherever | 
go, because | feel like it’s the highest bar and helped prepare me for anything 
| do after. 


JASMINE BOCZ (Animation Editor): When | was a little girl, | couldn’t wait 
to get home from school and watch the original DuckTales. It allowed me 
to escape into a world full of adventure, and | often imagined myself being 
part of the McDuck family. (1 believed | was the long-lost sister of Huey, 
Dewey, and Louie. Unfortunately, Matt and Frank didn’t buy into that part of 
my childhood story!) The original series inspired me to pursue the arts and 
create my own adventures to share with audiences when | grew up. Little did 
| know, many years later, my path would lead me to become an editor on the 
reboot of the very show that started it all for me. | was fortunate to be on the 
show from the very beginning—cutting the animation test, the first episode, 
and even the first-look trailer—all the way through to the very last day deliv- 
ering the series finale (in the middle of a pandemic!). My editorial team also 
got nominated for an Emmy! It was quite the ride. In the beginning, | was 


incredibly nervous that | would fail or that the show would not live up to the 
expectations | had as a fan. But what transpired over the five years helping 
to make the new DuckTales couldn’t have been more opposite. It challenged 
and pushed me in ways that made me grow professionally, finally allowing 
me to trust myself as an editor. | was surrounded by incredibly creative 
and talented artists, writers, and a production team who loved the show. 
Because so many of us were fans of the original, we poured all of ourselves 
into our version, wanting to make it better for a new generation. To say those 
five years were a highlight in my career would be an understatement. | will 
forever hold that experience, and the people, close to my heart. They will 
always be my Duckburg family. 


PAGET BREWSTER (Della Duck): The people making this show were a happy 
group of people. They loved it and enjoyed it, and no one there seemed to 
feel like, “Oh, this is a job. I’ve got to get the hell out of here.” And | was 
just so thrilled to be a part of it that | would spend hours there, making 
sure they got whatever they needed and asking if | could do another one, 
because | just wanted them to be happy. When they told me at my last 
recording that it was the last episode of the series, | burst into tears. It still 
makes me sad to think about it. It was so upsetting that we didn’t get to do 
more. It was just such a validating, exciting, fun group of people and a part 
of my life that I’m so proud of. | love that Della made it back. | love that she 
would go on adventures. There’s something beautiful about the idea that 
these characters, whether you see them on TV or not, they’re still out there 
together, adventuring. 


DON CHEADLE (Donald Duck): | think what's really evident for me was how 
much of an art form animation voice acting is, and how important it is to 
have the right people guiding you through that experience—especially some- 
one like me, who was pretty much a novice to it. Really trying to be in the 
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pocket and understand that you’re going to be animated to, and then having 
an idea of what that’s going to require, is totally not something to do in the 
blind. | was very happy to have them there and willing to trust when they 
said, “You can go bigger” or “This needs to be modulated in this way” or 
any of the guidance that they gave me. | was really happy about it, because 
| needed every note. They wanted it to be a fun experience, and it was. It’s 
a lot of fun to be a part of that legacy, to be only the fourth person who’s 
voiced Donald Duck, and to be on another show, in another form, with my 
good friend Ben Schwartz. 


EMMY CICIEREGA (Storyboard Artist): Working on DuckTales felt like | made it 
and that | could be really proud of myself. | was so scared all the time, and | 
didn’t need to be. That, to me, was a huge revelation. The fear isn’t gone, but 
DuckTales got me from a really intense fear to a small fear that | can stamp 


out. And that was very important to me. Everything | learned on DuckTales 
set me up for going forward in a way | never thought | would be able to. 1’ll 
always remember everyone’s enthusiasm. Everybody was fantastic to work 
with. When you work isolated, like | do, you get lost in your head a lot, and 
after every time that | would touch base with the crew, I’d be like, “Okay, 
now | know what I’m doing is right, and they appreciate it.” 


CHRIS DIAMANTOPOULOS 
(Drake Mallard / Darkwing 
Duck, Storkules): There 
were many things that 
made DuckTales unique. 
For me, just from the 
standpoint of the charac- 
ters | got to play—from 
Storkules to Mikey Melon 
to Darkwing—it really gave 
me a chance to try out dif- 
ferent angles of my vocal 
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on a reboot again.” And then Tanner Johnson told me about the impending 
DuckTales reboot, and it was such a huge part of my childhood that | said, “I 
guess | have to do it, but it’s never going to be as good as the original.” And 
then every day, walking into work and seeing how much love and heart was 
put into every single bit of this show—it made me feel like we were going 
beyond the original. Being a part of this changed my entire life. | learned a 
lot about myself as a creator. I’d always been a workhorse, but this was the 
show that made me realize there is love 
in creating. Matt Youngberg gave me that 
opportunity by promoting me to director, 
and Frank offered me that by allowing me 
to collaborate on script notes. His writers’ 
room made me realize | wanted to write, as 
well. | watched every season of this show 
be about our characters’ journey of growth 
and coming together as a family, and that 
was reflected in our crew. We all grew as 
creators, we all grew as people, and we 
all changed from who we were at the very 


Revision Notes 


Revision Notes 


range and_ personalities. 
There was also something 
really beautiful in the fact 
that they entrusted me with these characters. | felt very, very honored to 
lend my voice to this universe. | think that it was just a great collaborative 
spirit there. Every session was one of those sessions that | just didn’t want to 
end. One of the later sessions that we did was after COVID hit, and having to 
do it while not actually in the room with them was so challenging, because 
they give so much great energy that the performance comes out easily. In 
all honesty, | pinch myself. | feel so fortunate and grateful to be able to work 
with these really brilliant, lovely people who give me gold on a platter, with 
such great material, artwork, animation, and beloved characters, and allow 
me the license to play with them. 


COLLEEN EVANSON (Writer): Back in May of 2019, we were wrapping up the 
season three writers’ room when the hashtag #WhylLoveDuckTales started 
trending. It wasn’t anything started by some Disney marketing strategy or 
anyone on the crew; it was fully fan generated, and my succinct addition 
to it still stands today. DuckTales gave me my first credit as a staff writer. 
It’s crazy to me how silly ideas from my brain got written down, approved 
by executives, drawn by talented artists, and voiced by an all-star cast. Life 
there truly was like a hurricane. 


JOHN HODGMAN (John D. Rockerduck): It’s a strange thing, because | was too 
old to get into the original DuckTales when it came out. So | was unaware 
for a long time of what a rich extended universe existed around Carl Barks’s 
whole duck family, and how much smart social satire it engaged in. | just 
thought it was a kids’ cartoon. Once | rediscovered it and the comics it was 
based on while researching Rockerduck, | began to realize, “Oh, this is really 
something very special.” And then when | got to see the show that Matt and 
Frank made, | was like, “Oh, this is something incredibly special,” because it 
explored and deepened that world. The humor was so sharp, and so funny, 
and the characters were so well drawn, and the acting was so incredible. 
| am very, very proud to be part of this extended universe. | love that | get 
to play this little character who can come back. | felt very honored. | think 
that this is something really, really special that they made, and | know these 
characters will return someday. 


MATT HUMPHREYS (Director): Ironically, right before | got on DuckTales, all 
| had worked on almost my entire career were reboots of old properties 
that | grew up with. And | told myself, “I don’t think | want to ever work 


beginning of this show, on a fundamental 

level. This group of people gave every bit of 

themselves to this show and to each other. 
Our show ended up having just the perfect collaborative crew, in that every- 
body supported everyone. It was ridiculous. You always waited for the other 
shoe to drop, but everybody was just there for everyone else. It was a show 
of a lifetime. Every show after this is going to be compared to it. It’s going 
to be hard to gather this exact group of people again, but knowing that you 
will eventually work with one or two of them again here and there just really 
warms my heart, knowing that this family is going to endure. 


MARC EVAN JACKSON (Bradford Buzzard): Being part of DuckTales was mean- 
ingful to me. | don’t know if | can say that it was formative, but DuckTales 
was on at four and four thirty, Monday through Friday, in my junior and 
senior years at college, and | watched it all the time. So for a wallflower C 
student from Buffalo, New York, to later be able to connect those dots and 
go, “That universe that | spent so much time living in, in my early twenties, 
| now get to be a part of,” is remarkable and feels very cool. | feel the same 
way about the cast, which is such a powerhouse of cool and accomplished 
people from different neighborhoods of entertainment—from comedy to legit 
movie stars. It’s an honor to be a part of that group, and to be allowed to 
come and play in that playground, and to work with that material written by 
those writers. DuckTales is such a flagship project for Disney that it’s not just 
a gig. It’s something that you care about. | do plenty of work where you kind 
of go in and do it, and they say, “Thanks, | think we got it.” DuckTales was a 
job where you'd go in, and you'd say, “Show me everything you have, like, as 
much of the animatic as you want to show me.” It’s an entire universe. And 
its notion of family and adventure was meaningful. It’s not about greed. It’s 
not about money. It’s about what it means to be a family and to experience 
things together. 


SEAN JIMENEZ (Art Director): DuckTales was the greatest opportunity that I’ve 
had in my career. It’s not super easy to become an art director. I’ve worked 
with tons of people in my career, but | don’t think about any of them in the 
way | think about Matt, Frank, Suzanna, and Laura. As you get older, you 
start realizing how there’s an alchemy to getting the right people together, 
or a thing doesn’t work. For me, my life changed the moment that Suzanna 
probably said, “I know somebody who’s great, and | think you should meet 
him.” And then | met Frank and Matt, and | had an instinct that this was a 
great team. And now | know for a fact that it was a great team. It’s always 
easier to look back on the work you've done when it looks as though that’s 
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the way it was always meant to be. But when you’re in it, doing the work, it 
could be a million different ways. And it was always really nerve-racking to 
guide it into the direction that we now see as the finished show. | look back 
on all this art with fondness, and when | look back on DuckTales, | remember 
the joyous camaraderie. It was a family. And that’s what’s most important to 
me. Our entire team of artists was just so great, and it made everything we 
did deeply satisfying, to know we were doing something special. 
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TANNER JOHNSON (Director): DuckTales was a once-in-a-lifetime experience 
that | will spend the rest of my career trying to duplicate. It was a crew 
becoming friends and becoming family. | truly look back on everybody that 
worked on the show as a dear friend, and some are as close as family. One 
of the things that was great about this show was we weren't siloed away 
from each other like a lot of productions. There was a lot of free exchange 
between departments, and | think everybody brought their best ideas. And 
that’s why the show ended up being as great as it is. It was an immense 
creative satisfaction and creative fulfillment working on this show, and | will 
never forget it. 


SAM KING (Storyboard Artist): This was the first time that | felt free to be 
really passionate about the work. Frank and Matt cared so much about the 
show that it gave me permission to care. And because of that, stuff that was 
important to me that might not have been on Frank or Matt’s radar, | felt 
safe telling them, “Hey, | have an idea about this.” And even if it didn’t end 
up going anywhere, | always felt heard. And because | was allowed to be 
passionate and to care about my job without feeling embarrassed about it, 
that pushed me to continually get better. 
And they did that for everyone on the 
crew. It’s clichéd to say, but | wouldn't 
have believed in myself in the same way 
if | didn’t have these people in my corner, 
who gave me room to grow but also were 
there to help me if | stumbled. Everyone 
was there to make a good show, every- 
one really loved DuckTales, and | think 
that comes through in the final product. 
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DOMINIC LEWIS (Composer): Matt and 
Frank were a dream to work with, and 
| hadn’t had as pleasant an experience 
with anyone else. They’re just awesome. 
It takes very special people and a very, 
very special understanding of the characters on the show to create some- 
thing as wonderful as what they did. You can reboot whatever you want, but 
if the wrong person is at the helm, it wouldn’t be the same. | hope we get to 
work together again. It’s actually quite upsetting to think that I’m not able 
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to come into work and be like, “Okay, well, | get to hang out with Scrooge 
today.” | didn’t want to let it go. You love it, and you live for writing it, and 
then it finishes. The show was the amazing people behind it: from the top 
on down, every single person involved was so passionate and wanted to do 
the very best, and it really shows. It’s a real testament to how much people 
care, and it’s very rare to be part of a project like that. It had a humanity. | 
feel extremely lucky and emotional about being part of this awesome show. 


YURI LOWENTHAL (Mr. Drake): And the scripts were fall-down funny! 


CHRISTIAN MAGALHAES (Writer): The great thing about working on DuckTales 
was that it was just such a group of nerds—especially in the writing room, 
with Frank as head writer. Because at some point, it became more than 
just “How do we reboot this show?” It became “How do we pay homage to 
the entire canon of both DuckTales and Uncle Scrooge comics, but also the 
Disney Afternoon that we grew up on, that introduced us to DuckTales?” And 
suddenly, the world expanded, to where we could find ourselves exploring 
tidbits from the DuckTales video game to the comic books. It became an end- 
less well for us. The reference points were not just cartoons but cinematic 
and literary, and we had a staff that was really open to that. It starts from the 
top, with Matt and Frank. It was a tough show to produce, because it was 
tremendously ambitious. There were times where we handed in scripts, and 
| was just like, “I’m sorry. | don’t really know how you're going to pull this 
off. It’s so dense.” But then someone like Sean will look at that and go, “Let’s 
figure out how to pull this off.” As writers, we spend a lot of time thinking of 
these stories, but then you have to actually make it. And the DuckTales team 
would find a way. The writers on DuckTales had a really great chemistry. We 
were really close. There was not a lot of competition, which is a problem with 
a lot of writers’ rooms, where there can be a lot of edginess in the room. We 
were a united front as a writing group, trying to get our ideas across as a unit. 
If you’re going to make a show like this, which is a reboot with such a long 
legacy and a lot of expectations, you'd better really love it. We got away with 
so much more than | think anyone thought we could, and it’s because there 
was so much passion behind it. What allowed it to succeed, by any metric, 
is the passion and love to do something special with this property. 


KATE MICUCCI (Webby Vanderquack): The thing about DuckTales that made 
it such a success is that each character, in the way that they wrote them, 
you saw their heart. There was so much heart to this whole show. It was so 
much fun to bring these characters to life, because the show was so well 
written. It was a really fun 
thing to get to act out. The 
years with this project and 
this crew and cast—it was 
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get to record with the rest of 
the cast, but we all really felt 
connected. The recordings 
for DuckTales were just so 
fun, because of everyone 
involved. Sam Riegel was 
such an incredible director. | 
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wish that we all could have 
recorded together, but when you have such a successful cast, it’s just impos- 
sible. It’s a genuinely good group of people, and | feel so lucky to be a part 
of it and to get to do a character that’s so cool. It was really special, and I’m 
really going to miss it. 


\., Biwtp OPENING CREDITS 


Action Notes 


Action Hotes 


Dialog 
Dialog 


Revision Notes — 
jevision Notes 


LIN-MANUEL MIRANDA (Fenton Crackshell-Cabrera / Gizmoduck): Every time 
| was in the recording booth for DuckTales, it was the most fun part of my 
month. It wasn’t that much of a time commitment, probably four hours every 
couple months, but they were remarkably consistent in the way they ap- 
proached their actors. I’ve done voice-over work before. Sometimes a project 
stays consistent, but whoever’s on the other side of the camera can change 
a lot. But on DuckTales, it was always Frank and the great Sam Riegel, who 
was directing me every time | was up to the microphone. We had a great 
shorthand, and it was an incredibly funny room. You were allowed to play 
with and improve on things and try things. There was a lot of liberty in what 
we were able to bring to it. And | got to yell “Blathering blatherskite!” at 
the top of my lungs . . . But we did learn to save those to the end of every 
recording session, so | wouldn’t blow out my voice! 


TIM MOEN (Lead Character Designer): When | think of my time working on 
DuckTales, the word that comes to mind is specia/. | had the opportunity to 
be on the show for five years, and they were all awesome. Right from the 
start, | knew that the caliber of my work had to be higher than anything 
| had ever done before. | was being entrusted to help redesign legendary, 
internationally renowned characters. It was not a time to slack off! To be 
honest, | simply needed to learn how to become a better character designer. 
Alex Kirwan, who had been the lead character designer through the devel- 
opment phase of DuckTales, graciously handed the baton to me with great 
encouragement and was a fine example. | learned a lot from him in those 
early days, and | also learned a lot from the talented character designers who 
worked on my team. They all brought something unique and special to the 
show, and if I’m lucky, |’ll remember the techniques | stole from them for 
the rest of my career! It was a great team, an exciting challenge, and a lot 
of prayer that got me through those three wonderful seasons in Duckburg. 
Even after my time on the show was up, | had the opportunity to design 
promotional images for the DuckTales podcast, and | hope | get to say hello 
to Scrooge 'n’ the fam from time to time with little assignments like that. 
There are a lot of forgotten cartoons out there in the ether, but | somehow 
doubt our show will be one of them. It will always be an honor to say, “I 
worked on DuckTales.” 


BOBBY MOYNIHAN (Louie Duck): I’m not an amazing voice-over artist like 
some people out there that have mastered the craft, but I’ve been on enough 
shows to know DuckTales had crazy-good writing. It was amazing comedy 
to perform. There was a lot of adventure, but then these heart-wrenching 
moments. It’s crazy to have a young daughter and, for the first time in my 
life, not be selfish, like, “Il can’t wait to show her Louie,” but instead be 
like, “Oh, | can’t wait to show her Webby, because that’s the coolest char- 
acter ever.” She’s going to grow up with Kate Micucci’s Webby as a role 
model, and that’s the best. Frank and Matt did that. As a cast, we had so 
many amazing experiences together, like the day we were in the Disneyland 
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parade. Here are these people that I’ve spent years doing comedy with, and 
it’s this reward of “Now you’re in a parade. Oh, and by the way, you’re Louie 
Duck and a part of Disney history.” That is not lost on me at all. I’ve been 
lucky enough to follow the things that | have loved since | was a kid, keep 
following them, meet people who have that same love, and get to work with 
those people. That’s the best part of this whole thing. 


TOKS OLAGUNDOYE (Mrs. Beakley): Sometimes, when | leave a job, there was 
somebody that | didn’t get along with, or there’s an episode | didn’t do the 
way | wanted to, and there'll be a feeling that sticks with me that | didn’t 
really enjoy the experience. | don’t have that with DuckTales. | don’t have 
any regrets about any of it. | enjoyed working with everybody, hanging out 
with everybody, and everything that | got to do for the character. | just really 
enjoyed all of it. 


SUZANNA OLSON (Producer): The moment Matt, Frank, Sean, and | sat down 
in my office to blue-sky what kind of series and production we hoped to 
create, | had a thrilling feeling that this team and series would be something 
uniquely special. That feeling only continued as our incredible crew and 
voice talent came onboard and made this show what it is. We were all keenly 
aware and humbly honored to be a part of the Duck and McDuck legacy, and 
| hope we have inspired others through the characters, stories, and artwork. 
We left it all on the screen, and | couldn’t be more proud to have been a part 
of this incredible family of humans . . . and ducks. 


TARA PLATT (Mrs. Drake): | remember we laughed a lot. When you’re record- 
ing, you’re behind a glass wall, and you can see other people, but you can’t 
hear them. As we would finish recording a scene, we would look, and the 
director and producers would be sprawled out, laughing hysterically. 


DANNY PUDI (Huey Duck): When | was cast and | heard about the world that 
they were building, it was tremendously exciting. Then | heard about the cast 
itself, with Kate, Ben, Bobby, David, Toks, and Beck, and felt like they were 
creating such a special world of people who were true fans of this show as 
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kids. We felt like a true TV ensemble. It was a group of tremendously talented 
actors, and everyone brought their own spirit and energy to this project in 
a different way. And then it just kept building from there, whether it was 
Jim Rash or Lin-Manuel Miranda or Don Cheadle, and then ultimately with 
Paget, who was just the perfect person to inhabit our mom. Even though 
we would record separately, we felt like a true ensemble, despite being all 
over the world. | loved hearing everyone’s lines of dialogue, because they 
all inhabited such fun characters. And then ultimately seeing the episodes 
on TV with my kids—and seeing how the animation came to be and how 
Frank and Matt crafted this world—was such a treat. From the beginning, 
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it didn’t feel like a typical project to me. It felt like something that everyone 
wanted to do for fun. Everyone on this show made things better, whether it 
was the animation, the writing, or the cast. | always felt like each layer made 
the show special. It felt like everyone was really having fun doing this show, 
across all levels. This was such a fulfilling job as an actor and as a person. 
This was the first show that | could truly celebrate and watch with my kids, 
and that felt really special. My kids were included in this process from the 
beginning, they were always welcomed into the fold, and that felt really cool. 
| was sad this show ended, but | was thankful that | was able to be with 
this great group of people, as a little piece in this beautiful, funny puzzle. | 
cherish just being part of this legacy and these stories. 


JIM RASH (Gyro Gearloose): | love doing animation. It’s one thing to do live 
action, but there’s something about animation and being a part of that and 
watching it come alive that is a very special thing. I’m very grateful to have 
been a part of DuckTales, quite honestly, because it was just a smart and 
entertaining show for a full scale of ages. | always had a blast at recording 
sessions. They were so fun and supportive. 


JASON REICHER (Storyboard Artist): My time working in Duckburg was a total 
education in filmmaking. As a storyboard artist, | expected my duties to 
consist of drawing flat, wide, cartoony compositions—like the only other 
full-time job | had before. DuckTales was different. Under the guidance of 
Matt Youngberg and Frank Angones, we were encouraged to draw dynamic, 
cinematic, thrilling, and emotional storyboards to support the vision of the 
show thought up in the writers’ room. Oh yeah, and there was space for 
comedy, too. Our references were classic cinema and anime more than clas- 
sic American cartoons. As someone who expected to only draw the classic 
Disney characters they grew up loving, this was a huge learning experience. 
I'd like to thank my directors—Dana Terrace, Tanner Johnson, John Aoshima, 
and Jason Zurek—for their passionate leadership and the skills they passed 
down to me that | still use today. I'll always remember walking to get coffee 
with my cube neighbor, Ben Holm, where we'd talk story, help each other out 
with tough scenes, and—most importantly—motivate each other to do work 
we’d be proud of and that the show deserved. Life felt like a hurricane on this 
show, but now that we’re done, I’m pleased to admit that we all definitely 
rewrote history. 
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Producer): | come from being at 
Pixar for twelve years. | drank the 
Kool-Aid and firmly believe in a 
director-driven studio show. And 
when | joined DuckTales, | brought 
that with me. Our job as production 
people is to make space for the cre- 
ative. Matt Youngberg reminded me 
very much of Brad Bird and Pete 
Docter, both of whom | worked with 
at Pixar very closely. They know 
what's important to them and what's 
important to telling the story—and if they have to, what they can let go of, 
because it’s not going to push the story forward. Matt Youngberg was very 
much that kind of person. It was really about laying out a plan and then 
being able to shift that plan, sort of moment by moment, depending on what 
the creative needed. | call it “the Zen of production’—you make a plan, you 
throw out the plan . . . You can never be attached to the plan. It’s our job 
to support the creative, and if the plan doesn’t work for the creative, you 
make a new plan. DuckTales was the best thing | ever did. I’ve had a great 
career. I’m very proud of my career. I’ve worked on some great projects, from 
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The Iron Giant to Up, and DuckTales was the best adventure I’ve had in my 
career. The stories were as well written as any movie | ever worked on at 
Pixar. The creatives were as brilliant as anybody I’ve ever worked with, and 
it was the place where | felt most valued for who | am and what | brought to 
the table. So | was very sad to see it end but very grateful for the experience. 


SAM RIEGEL (Dialogue Director): DuckTales evokes nostalgia in some, but 
for me, the thrill of this show was assembling a dream team of comedic 
geniuses and just kinda . . . letting them do their thing. And | don’t only 
mean the main cast. Of course, Bobby, Danny, Ben, Kate, David, Beck, and 
Toks are tremendously talented actors and comedy pros. Watching them 
riff was a spectacular, sidesplitting experience. But our little reboot also at- 
tracted hands down the best guest cast I’ve ever seen. Paget Brewster, Jim 
Rash, Marc Evan Jackson, Jaime Camil, Josh Brener, Lin-Manuel Miranda, 
Paul F. Tompkins, Stephanie Beatriz, Allison Janney—I mean, these people 
are hilarious. As the voice director, | had a front-row seat to three seasons of 
the best comedy | will ever witness. For all those laughs, I’m truly grateful. 


BEN SCHWARTZ (Dewey Duck): Being part of this show was an honor and a 
privilege. It’s something that | feel very, very fortunate about. The idea that 
kids may watch ours and then watch the original makes me even happier. 
Both Bobby and | would fanboy all the time that we had lines with Donald 
Duck. I’m like, “Oh my god, I’m talking to Donald Duck.” Me and Darkwing 
Duck was another huge one. Bobby and | always relished those little mo- 
ments. And | always loved reading the scripts. When you do voice-over, you 
learn that a lot of people don’t really read the script, because you can just go 
in there and do your lines. But | always read all the scripts, because coming 
from a writing background, | was always so excited by the DuckTales scripts. 
If you look at the casting on this show, it’s unbelievable. From the top to 
the bottom of this cast, it’s crazy. We had so many all-stars, not only in our 
main, but our guest cast is ludicrous. And Sam Riegel was an incredible voice 
director. | don’t think animation voice directors get enough credit. I’ve been 
around many of them now, and when you get a good one, you can flow. He’s 
so calm and so smart. We didn’t really get to spend that much time together 
as a cast, except at conventions. Once, we all went to Disneyland, which 
was one of the most fun things we’d ever done. We did the parade, and it 
was crazy to realize, “Oh, right. 
We're part of this whole legacy.” 
After hours and hours of press, 
| remember the fun thing about 
Disneyland was that we could 
hang out in the park and go on 
the rides with a guide, which was 
a huge bonus for someone who 
loves Disneyland. | remember 
texting Frank and Matt and some 
of the folks from the show and 
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finding a way to grab them into 

our group, so all of us could do 

these things together. It was so 

fun and so special that we all got 
to play together. It was special to be in Disneyland and going on rides and just 
be happy with people that you’ve been creative with but haven’t been able to 
be around. | think we're all very proud to be part of DuckTales, because the 
show was so good. 
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VALERIE SCHWARZ (Assistant Art Director): DuckTales was my first gig ever in 
the industry, and | couldn’t have asked for a better first experience with a 
better crew. | know it’s easy to say that, but it’s true. Everyone was just so in- 
spiring. To have someone like Sean Jimenez as a boss was the coolest thing. 


Working on a property that’s so big and so special and so close to people’s 
hearts was such an honor. It was a home for almost five years, and it’s pretty 
rare in animation to have a gig for that long, especially your first one, but it 
had such great leadership, and | had a team that strongly believed in me. 


BOB SNOW (Writer): As a kid watching the original DuckTales show, | knew, 
in the intuitive way kids do, that there was something special about it. It 
wasn’t just that the characters and the stories and the art were so delight- 
ful and fun. There was something extra about it, some ineffable quality that 
| couldn’t quite put my finger on. Later, when | discovered the Carl Barks 
comics that the show was based on, | noticed that same quality. And when 
| was granted the incredible opportunity to write for the new DuckTales, 
| began to wonder if we could possibly re-create whatever that special 
something was in our version of the show. Of course, | wanted our version 
of the show to be as special to new audiences as the original was for me. 
But eventually, as the show got going, | stopped worrying about achieving 
that magical, mysterious quality and simply focused on doing my best with 
our incredible team of collaborators. And what an amazing collaborative 
experience it was. It was as if every artist, writer, executive, and producer 
was not just making a show but working for some higher purpose that was 
bigger than any of us. And with that spirit, we all worked tirelessly to make 
something that | am truly proud of. Only now, looking back, does it finally 
occur to me what that special something was. It was love—the love Carl 
Barks had for the characters and the world he created that was carried 
on in the ’87 show and finally in ours. | only hope that young audiences 
watching now feel that same special something that | did when | was a kid: 
the love we put into it. 


DAVID TENNANT (Scrooge McDuck): | feel hugely fortunate to have slightly 
stumbled into something that is so great, frankly. And this is on me, but | 
didn’t get how important this show was to people until | was part of it. To 
have been chosen to be part of it is a wonderful thing, especially as the 
show was so joyously received and so enthusiastically welcomed back. They 
managed to pull off that really difficult trick of doing something which works 
for the fans of the show who are now adults and have it be as fulfilling for 
them as for the new generation for whom the show was really being made. 
Kids enjoyed it and were excited by it and went on that same kind of journey 
of wonder that the people who made the show went on, way back when, 
thanks to these wonderful stories. When they put us in a car and chugged us 
down Disneyland’s Main Street, | thought it was wonderful and lovely to be 
part of that, but | couldn’t help thinking, “We’re the voices! Nobody knows 
who we are!” Those little kids are going, “Why are those people not dressed 
up?” There were lots of quite extraordinary moments to do with DuckTales. | 
kept being surprised by how enthusiastic people were about it—not because 
it didn’t deserve people to be, but when you're just a voice in a booth on your 
own, in London, it’s quite hard to imagine it impacting the world in the way 
that clearly it has. It’s lovely to be in Disneyland and there’s Scrooge, and to 
go, “Yeah, that’s me these days.” I’m carrying that torch for a while, and it’s 
a very nice place to be. To be part of an ongoing legacy of a character that 
is certainly bigger than any one of us who have carried the flame for a while 
is very humbling. To get to be Scrooge, for now, is something I’m very proud 
of and very chuffed about. 


DANA TERRACE (Director): | remember my first week directing on DuckTales—| 
was so nervous | would shut my office door just so | could panic in peace. | 
had a lot of respect for Matt and Frank, | loved the way they reimagined the 
triplets, and | wanted to do a good job! | was only on the show for a year, but 
it remains to this day one of my most rewarding experiences in animation. 
The episodes were fun, the team was skilled as heck, and I’m forever thank- 
ful to have been a part of that crew. Woo-oo! 
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PAUL F. TOMPKINS (Gladstone Gander): Anytime | walked into that booth, | 
was greeted with so much positivity. Beyond everyone just being incredibly 
warm and welcoming, you could tell that everyone was happy to be there, 
and that they enjoyed what they were making. That’s the best vibe to walk 
into. | am so grateful to have been a part of this world, which | know is so 
meaningful to so many people. 


MATT YOUNGBERG (Executive Producer): Working on DuckTales was the high- 
light of my career. For all the challenges and expectations that went into 
making DuckTales, | couldn’t have asked for a better experience. The crew 
was fantastic, and it really was a family. | love the crew and the people 
who worked on the show and the heart that they put into it. | made lifelong 
friends on this show. | didn’t know Frank prior to DuckTales, and now |’d 
say that Frank is one of my best friends, and | hope to work with him again 
and forever, because he’s so good. The whole production team was amazing, 
particularly Suzanna Olson and Laura Reynolds. It was just a world-class 
crew, all the way around. | couldn’t have made the show without them. 
It came during a very chaotic time in my personal life, but DuckTales was 
always a home away from home. It was the found family that | needed in my 
life. I'd done a lot of action-adventure shows before and was always coming 
off of somebody else’s take on them. DuckTales was truest to what | wanted 
to make. When you're work for hire, sometimes you just make things for 
people. But | felt we made DuckTales for ourselves, and it felt good to have 
such a personal touch on it. 


JASON ZUREK (Director): As directors, I’ve come to realize that we had a lot 
of creative control over our episodes on DuckTales. There’s a lot more of a 
director’s personality stamped onto each episode, more so than you might 
have on a different show. It’s really unique, and it’s something | definitely 
appreciated at the time. And | was lucky to have a really awesome board 
team throughout. The work was definitely hard at times, but even at the 
hardest times, this show was an amazing experience. 
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SPECIAL THANKS 


CREW CONTRIBUTOR CREDITS 


Matt Youngberg 
Francisco Angones 
Suzanna Olson 
Sean Jimenez 


Laura Leganza Reynolds 


Chris Hooten 
Kat Kosmala 
Jeremiah Alcorn 


Cameron Butler 


David Tennant 
Kate Micucci 
Danny Pudi 
Ben Schwartz 
Bobby Moyniham 
Beck Bennett 
Toks Olagundoye 
Paget Brewster 
Lin-Manuel Miranda 
Jim Rash 
Paul F. Tompkins 
Marc Evan Jackson 


DARK HORSE SPECIAL THANKS 


Chris Diamantopoulos 
Yuri Lowenthal 
Tara Platt 
John Hodgman 
Don Cheadle 
Madison Bateman 
Colleen Evanson 
Christian Magalhaes 
Bob Snow 
Emmy Cicierega 
Sam King 
John Aoshima 
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Tanner Johnson 
Dana Terrace 
Jason Zurek 

Jason Reicher 
Sam Riegel 

Jasmine Bocz 

Dominic Lewis 
Chris Troise 

Eugene Paraszczuk 
Nick McWhorter 


Annie Gullion 


Jemiah Jefferson 
Matt Humphreys 
Leila Tilghman 
Timothy A. Moen Amy Rocchio This book is the product of the hard work of hundreds of individuals who contributed in ways big, small, visible, 
Valerie Schwarz Morgan McManus 
David Christopher Cole 


and invisible. To all who worked on aspects of this book and to those who created the show that it celebrates, 
thank you, from the bottom of our hearts. 
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ART/ FILM & VIDEO 


Scrooge McDuck and Huey, Dewey, Louie, and Webby are back 
in the 2017 remake of the classic series from Disney Television 
Animation DuckTales and join Donald Duck on adventures—solving 
mysteries and rewriting history! 


THE ART 


“Disney OF 


Like Scrooge into the Money Bin, dive into this beautiful 
oversized coffee-table book and read tales of the making 
of the series from developers Matt Youngberg, Francisco 
Angones, Sean Jimenez, Suzanna Olson, and others. Join 
in on the adventure with exclusive interviews with the 
cast, including David Tennant (Scrooge McDuck), Danny 
Pudi (Huey), Ben Schwartz (Dewey), Bobby Moynihan 
(Louie), Kate Micucci (Webby), Beck Bennett (Launchpad 
McQuack), Toks Olagundoye (Mrs. Beakley), Paget 
Brewster (Della Duck), Don Cheadle (Donald Duck), and 
more! Find out what it means to every day be out there 


DARK making DuckTales! Woo-oo! 
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